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ou are entering a complex world 

rich in legend, history, and detail. 

It is feudal Japan, as envisioned 
by the creative powerhouses at Capcom. 
What you are about to experience is not 
exactly as things were, but perhaps as 
they should have been. Demons and 
heroes walk freely and copiously around 
the land, battling each other and 
intertwining their stories. 

Within this world you control the 
actions of Jubei Yagyu, a young blade- 
master who has a vendetta against the demon forces that threaten 
to overrun Japan in the late 1500s. 
Jubei meets others like himself. 
Fierce warriors who are legendary 
within their own time, and each 
has mastery of a specific weapon. 
These companions have their own me 
tales that are revealed as you play. 9 =, es 

The world of Onimusha 2zisone eee 

of monsters “eS 
and heroes, AAS 
puzzles and battles, triumph and tragedy. This 
guide shows you that world in its every detail. 
Read carefully to get the most out of the game. 
Good luck. 
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PLAYARLE CHARACTERS 


Here we provide everything you need to know about the four playable supporting 
characters in Onimusha 2. We briefly touch upon Jubet, but all information 
regarding his attacks and weapons can be found in the appropriate chapters. 

Also, refer to the Enemies chapter and Attacks chapter for more detailed 
information on any enemies and attacks briefly addressed here. 


JuRBEl YAGYU 


As a young man, Jubei was sent to learn the art of the blade. His mastery 
of the sword ts nearly complete, and his talent is spoken of throughout 
the land. Jubet is also the chief of the Yagyu Clan of Yagyu villag 

His past ts foggy. Jubet did not know bis mother growing up, and 
he has not been back to Yagyu for some time. After h aiNg News of 
some terrible occurrence, however, Jubei rushes home, hoping be 


is not too late. 


4 


Sap loved 


A 


MAGOICHI SAIGA 


Grim and silent, Magoichi is Chief of the Kishu Saiga Gun Team. Mechanical devices intrigue bim, and he loves 
learning about any subject that takes bis fancy. Altbough bitterness runs deep in this rifleman, he bas a soft spot 
for helping people. In fact, helping a lady in distress is the cause for his feud with Eket, as you'll see. 

Magoichi is not the most friendly man, but his loyalty runs deep. If be bas cause to respect someone, they can 
count on bis help in any circumstance. 

As with the rest of the people Jubet encounters, Magoichi has a secret that be refuses to divulge. It could be a 
tragedy, or it could be a betrayal. 


B as i cs 


Magoichi can fire while running, although be does not automatically aim at enemies. Instead, he fires in the 
direction he runs. Likewise, holding ¥ and tapping @ also makes Magoichi fire straight abead. 

To make Magoichi aim at the nearest enemy, press (82) halfway in and hold it. After an enemy is destroyed, 
Magoichi trains his weapon on the next one. He cannot move while performing an aimed attack. 

Unlike Jubei, who cannot block with a ranged weapon equipped, Magoichi is an adept blocker with any of his 
weapons. Hold (2) to assume a defensive stance. 


Attacks 


Magic attack: Magoichi's Magic attack increases the rate of fire for his equipped weapon. The 


Tri-Barrel Gun becomes semiautomatic, with no delay between every third and fourth round. 
Press @ continually for the duration of the attack. The Goraishinki and the Flamethrower 
become fully automatic. Press and bold ™, and the weapon lets loose a continuous barrage. 
Magoichi automatically changes targets throughout the duration of the attack, but you 
cs pang Set ples 
cannot move him while he is firing. Let off the trigger iFyou need to reposition him. 


Secret Combo/Secret Combo Plus: Pressing &, @ + @ performs Magoichi's two-part 
Secret Combo. He closes distance to his enemy, slashes him with his Combat Knife, and 
strikes him with the butt of bis weapon. 

Tapping @ when the last bit of the Secret Combo lands adds an additional 
attack to the combo. Magoichi levels his weapon and lets off a short burst to 
further damage his foe. 

Be aware that if any part of Magoicht’s combo ts blocked, be will not 
continue his attack. 


Basic Combo: Tap @ twice to execute Magoichi's two-part Basic 
Combo. He dashes in, slashes with his Combat Knife, then fires a 


burst from bis weapon. 


Charged attack: Fully depressing charges Magoichi's rifles 
(the Flamethrower cannot be charged) up to three levels. Tap 
at any level to perform a Charged attack. 


At Level 1, Magoichi swings bis weapon like a club. 
At Level 2, Magoichi jump kicks the nearest enemy. Pressing Mf at the 
Magoichi to fire his weapon after he lands. 
At Level 3, Magoichi fires six bursts from bis weapon in all directions. 


height of bis kick caus 


Stab: Pressing @ while standing over a fallen enemy makes Magoichi 
impale the prone demon, causing massive damage. 
s i 
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We a P ons 


Flash Bomb: Pressing ©) makes Magoichi throw down a Flash Bomb. This stuns enemies 
caught within its limited area of effect. 


Combat Knife: This is Magoichi's only bladed weapon. It is primarily 
employed to block, but be also uses it in combos with his ranged weapons. 
Tapping ™@ once make him dash in and slash at bis opponent. 


Tri-Barrel Gun: Magoichi's starting firearm. It fires three quick bursts with 
three successive presses of the M@ button. After the third shot, there ts a 
short delay before the next volley fires. 


nolrs 


Bullet for Bullet, the Tri-Barrel 
Gun is more powerful than the 
Goraishinki, and it boasts a 
shorter delay between bursts. 


Goraishinkt: This gun is - 


a gift from Jubet. It fires 
automatic bursts of five needle 


rounds with a single press of the @ 


button. Again, there is a short delay between bursts. 


Flamethrower: This spouts a continuous gout of flame 
when you press and bold (82) and then press M@. After a few 
seconds, the flame sputters erratically and looses almost all 


of its range. Release the attack button to recharge. 
Magoicht’s movement rate ts slowed considerably when equipped with this 
heavy weapon. He can rotate while he is firing the Flamethrower to take 


out surrounding enemies. 


Tes Cc { i cs 
Magoicht’s weapons are powerful but slow to the ready. While not 
firing, Magoichi rests the cumbersome weapons on bis shoulder. 
When you press [R3), there is a delay while be levels bis weapon. The 
delay ts especially evident with the Flamethrower. 

Use either of Magoichi's rifles when he is a safe distance from 
his adversary. Be very careful not to let multiple enemies surround 


him, or he won't be able to fend them off with the slow rate of 


ADI VAS) 


fire. Equip the Flamethrower or throw down a Flash Bomb 


—~ 


during close-quarter combat. 
Be careful when collecting souls from the corpses of 
distant enemies, because Magoichi ts vulnerable while 


{siphoning them. 


This beautiful woman is wrapped in mystery. No one seems to know where she comes from or why she is traveling. 
Her exquisite features would cause comment alone, but her Western-style armor and the weapons she uses add to 
the questions that follow her everywhere. 

Oyu, however, does not divulge anything to anyone. She has her goals firmly set in mind, and she single- 
mindedly strives toward them. Her secrets gnaw at ber, but they do not bold her back. 


* 
Basi cs 
Oyu is the most adept blocker of all the playable characters. She keeps ber wrist shield in the guard position while 
she assumes ber fighting stance (press 3) halfway in), while charging ber weapon (press (2) all the way in and 
hold), and of course while guarding (press and bold ©). 

Oyu also excels at moving laterally while in ber fighting stance. This quickly gets ber out of the path of 

rs ) a: Yé 

enemy attacks. 


Attacks 


Kick: Hold + and press @ to make Oyu Kick a nearby enemy. It is a very weak attack. 


Secret Combo/Secret Combo Plus: Press >, @ + M@ to perform Oyu's two-part 
Secret Combo. Tap @ as the last bit of the Secret Combo lands to perform the Secret 


1 
Combo Plus, an attack that adds a Thrust to the Secret Combo. 


Basic Combo: Tap @ four times to execute Oyu's four-part Basic Combo. Although 
quick, it should be used against only weaker demons of the Genma Ninja and 
Genma Soldier families. The last bit of the combo knocks down weaker enemies. 


Charged attack: Depressing &2) all the way charges Oyu’s sword up to three 
levels. Tap @ at any level to perform a Charged attack. 
At Level 1, Oyu performs a Horizontal Slash attack. 
At Level 2, Oyu executes an Uppercut that throws smaller demons 
into the air. Pressing Mi at the end of the Uppercut adds 
another Uppercut to the attack. 
At Level 3, Oyu executes a three-part combo culminating 
ina rising Uppercut. Press M as she begins the Uppercut 
to add an Overhead attack to the end of the combo. 


ATs 


Unlike other playable characters, 
Oyu keeps her guard up as she 
charges her weapon. However, if 
she blocks an attack, she loses any 
built-up charge in her weapon. 


Magic attack: Tapping 4 will imbue Oyu's weapon with a magical aura that causes souls 
to be released with every landed blow. 


Overhead attack: Pressing and @ performs an Overhead attack that knocks down even 
the larger enemies from the Genma Undead family. Follow with a Stab. 
Stab: Tap @ while standing Br, 
over a fallen enemy to make 

Oyu perform a Stab, an attack 
lethal to all but the toughest foes. 


Thrust/Uppercut: Hold &2) and press @ 
and @ a step or more from an enemy to make 
Oyu thrust her weapon at an enemy, stunning and 
knocking back smaller foes. 

Using the same button presses within a step from 
an enemy performs an Uppercut that throws smaller 


enemies into the ain 


Wea P ons 


Broad Sword: Oyu’s starting weapon. It is 
swift but weak; it requires eight bits to destroy a 
lowly Genma Soldier. 


Phirangi: This ts Jubet's gift to Oyu. It bas a longer blade 
and hits a bit barder than the Broad Sword. 


Gradius: Oyu's most powerful weapon. 


a 
mM 
: 
= Dagger: Oyu's subweapon. Tap KJ to throw a 
J Dagger. Hold halfway in and tap to perform 
fe an aimed throw. 
. 
Ta cf ics 
Use the Basic Combo against Genma Soldiers and Ninja. Against 
the Genma Undead, use an Overhead attack followed by a Stab. 


Against Genma Giants and Genma Demons, charge your weapon to 
Level 3 and perform a Charged attack Plus. 


€xel ANKOKUJI 


This hefty fellow is obsessed with two things: liquor and women. It's a wonder he found time to become a master 
of the spear of the Hozoin. He is quick to anger and quick to laugh—his moods change swiftly. His feud with 
Magoichi seems to be the exception. Ekei doesn't like the man and would be hard pressed to change bis mind. 


It may seem that Ekei lives only for his obsessions, but the big man has big dreams and has suffered terrible 
tragedy. What those are and how they shape him remain to be seen. 


Basi cs 


Eket’s weapons are similar to Jubet's Hyoujin-Yart. They have a long reach and are very powerful. The reach of Eket's 
weapons makes up for bis slow rate of movement while in bis fighting stance. 


At { ac kes 


Kick: Hold % and press M to make Ekei Kick a nearby enemy. Eket’s Kick is stronger than Oyu's, and it 
knocks down the Odabet Sineitat. 


Secret Combo/Secret Combo Plus: Pressing &, @ + @ to perform Eket’s four-part Secret Combo. Tap 


as the last hit of the Secret Combo lands to perform the Secret Combo Plus, an attack that adds a Thrust 
to the Secret Combo. 


Basic Combo: Tap @ four times to execute Eket's four-part Basic Combo. It is a swift combo that 


incorporates quick jabs and a Crowd Control attack on the third hit. Use it against the weaker demons 
from the Genma Soldier and Genma Ninja families. 


Charged attack: Depress 2) completely to charge Eket's sword up to three 

levels. Tap @ at any level to perform a Charged attack. 

At Level 4, Ekei performs a sweeping Crowd Control attack that knocks 
down any nearby enemies surrounding bim. 

At Level 2, Ekei executes an Uppercut that throws smaller 
demons into the air. Pressing @ at the end of the 
Uppercut adds a Crowd Control to the attack. 

At Level 3, Ekei follows a Thrust with a Horizontal 

Fe, Slash. Press @ as he finishes his Slash to add 
yy acCrowd Control to the combo. 


Magic attack: Tap 4 and Eket surrounds himself in 
a circle of runes. All enemies caught within the 
circle are paralyzed for a short time. 


Crowd Control: Press @ and ™ to perform a 
Crowd Control attack that knocks down 
multiple enemies positioned nearby and 
ahead of Eke. 


Stab: Tap @ while standing over a fallen enemy to make Ekei plunge bis weapon into the 
defenseless foe, causing lethal damage to all but the strongest demons. é 


Thrust/Uppercut: Hold (2) and press @ and ™ a step or more from an enemy to 
make Ekei Thrust bis weapon at an enemy. This attack is devastating to 
even the largest demons. 

Performing the same button presses within a step from 
an enemy executes an Uppercut that throws smaller enemies 
into the air. 


We a P ons 


Normal Spear: Ekei’s starting weapon. It isn't 
terribly strong in the damage category, but it will 
suffice. 


Houtengeki: This multibladed weapon is Jubet's gift to 
Ekei. Its damage is considerable, so you won't have 
trouble dispatching any of the demons you face. 


Halberd: Ekei’s strongest weapon. 


Charm: The Charm is Eket's subweapon. Tap (3) to throw 
a Charm. Tap ©) again to detonate. Hold halfway in 
and tap to perform an aimed throw. 


Nos 


You cannot throw another 
Charm until the first detonates. 


Ta ct 1 cs 
Use the Basic Combo against the Genma Ninja and the Genma 
Soldiers. Tackle the Odabei Sineitai with Thrusts or Charged 

combos. Genma Undead fall easily with a few Secret Combos. If 
surrounded, don't hesitate to execute a Magic attack to buy 
some tume. 


Brash and bold, this talented young ninja is a chief of the Fuma Clan. His reckless behavior and love of pranks is 
matched only by his skill as a ninja. While be may not be the most covert operator, Kotaro gets the job done. 
There is a darker side to Kotaro that he hides from the world with his seemingly carefree antics. He collects 


secrets as part of his job, but has a few that he doesn’t want anyone to know. If anyone gets too close to the truth, 
he becomes petulant and angry. He bas a lot to learn, but Kotaro’s talent is impressive for one so young. 


Basics 


Kotaro is the quickest and most agile of the playable characters. He excels at evading attacks and counterattacking with 
lightning-fast speed. He is not the strongest character, but his swift combos more than make up for his lack of power. 


Double tap ©, , or & to quickly evade an enemy's attacks, or to put some distance between Kotaro and his foe. 


Attacks 


Kick: Hold 4 and press @ to make Kotaro Kick a nearby enemy. His Kick ts very weak and knocks back only the 
smallest of demons. 


— 
Secret Combo/Secret Combo Plus: Press 4, @ + M@ to perform an T= 
Kotaro's two-part Secret Combo. Tap @ as the last kick of the Secret The Secret Combo Plus is Kotaro's most 
Combo lands to perform the Secret Combo Plus, an attack that adds a devastating attack. It works equally well 
final Kick to the Secret Combo. on every enemy he faces, from the lowly 
Genma Soldier to the mighty Baguwassha. 
Basic Combo: Tap @ three times to execute Kotaro's three-part Basic Practice pulling these off one after 


| : Y 
Combo. It’s very fast and very useful against the weaker demon families. another, and you'll be unstoppable. 


Charged attack/Charged Attack Plus: Depress 2) completely to charge Kotaro's daggers up to three levels. Tap 
@ at any level to perform a Charged attack. 

At Level 1, Kotaro performs a sweeping Crowd Control attack that knocks 
down any weaker enemies in front of bim. 

At Level 2, Kotaro executes an Uppercut that throws smaller demons 
into the air, Press @ at the end of the Uppercut to add an 
additional Uppercut to the attack. 

At Level 3, Kotaro performs an acrobatic two-attack 
combination. Press @ as be finishes bis Overhead Slash 
to add a Thrust to the combo. 


4 Wait until multiple Genma 
: uA ) Biomechanicals surround you, 
fy iT § then execute the Level 2 

) Charged Attack Plus. Kotaro's 
dual Uppercut attack finishes 


. — them all off simultaneously. 


Magic attack: Tap 4 to put Kotaro into 
stealth mode. His physical body remains 
visible and stationary, but a doppelganger, 
invisible to all enemies, roams freely under your control. All 
enemies focus their attacks and attention on Kotaro's physical form, 
which is invincible, while you freely destroy them with the doppel- 
ganger. After a short time, the doppelganger reverts back to Kotaro. 


nors 


Although the enemy will not target the doppelganger, it still 
takes damage from an enemy if it gets in the way of an attack. 
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Crowd Control: Press ® and @ to perform a Crowd Control attack that knocks down multiple enemies 
positioned nearby and ahead of Kotaro. Be aware however, that his Crowd Control has a very limited range 
due to the compact size of his weapons. Unless enemies are very close together, Kotaro usually knocks down 


only a single target. 


Stab: Tap @ while standing over a fallen enemy to make Kotaro plunge bis weapon into the defenseless foe, 
causing lethal damage to all but the strongest demons. 


Thrust/Uppercut: Hold and press ® and ™ astep or more from an enemy to make Kotaro dash at an enemy 
and Thrust bis weapon at it. 
Performing the same button presses within a step from an enemy executes an Uppercut that sends smaller 


demons into the air. 


We a P ons 


Kunat: Kotaro’'s starting weapons. 


Gabishi: These are a gift from Jubei. They are more powerful 
than the Kunat. 


Roga-Kunat: Kotaro’'s strongest weapon. 
é m 


Shuriken: Kotaro's subweapon. Tap ©) to throw five 
Shuriken in a spread pattern. Hold halfway in and tap 
£3) to perform an aimed throw. Although Kotaro 


throws five Shuriken at a time, your stock of 
Shuriken decreases only by one. 


Ta ct i cs 


Enemy Weaknesses 


Enemy Best Attack 
Genma Ninja Basic Combo 
Genma Soldiers Basic Combo 
Genma Biomechanical Kick + Basic Combo, or Level 2 Charge attack 
Genma Aquatic Basic Combo or Secret Combo 

‘Bazuu Crowd Control when about to roll into you (Flash Attack), or Secret Combo if surrounded — 
Genma Undead Secret Combo Plus (Continuous) 

(Génind Giants Level 3 Charged Combo Plus) 
Baguwassha Magic attack, plus Secret Combo Plus (Continuous) 
Gyaran Aimed Shuriken 


NORUNAGA 


Lord Nobunaga Oda was killed by an arrow through bis throat at the moment of his 
army's battlefield victory. This seemed to end his warlike ways. He had made a deal with 
the demons of the Underworld, however, and they honored their part of the bargain, 
raising the warlord from the dead. Within days of this, Samanosuke Akechi 
destroyed the Demon King, Fortinbras. 

An ambitious Nobunaga filled the void left by Fortinbras's 
death. He assumed leadership of the demons and has begun 
to sweep through Japan with preternatural soldiers. The 
fall of the great castles and lords of the island nation 
seems inevitable as Nobunaga's forces grind their way 

across the landscape, dealing out death to all who 

oppose them. 
With such merciless destruction left in bis 


wake, Nobunaga is sure to make enemies. 


TOKICHIRO 


Small and seemingly weak, Tokichiro 
Kinoshita is Lord Nobunaga's loyal and 
trusted vassal. Tokichiro is constantly out 
on his lord’s business, seeing to the details 
and mopping up any overlooked messes 
left bebind. He understands that if 
Nobunaga reaches his goals, a trusted 
servant will be fabulously rewarded. 
His enemies often underestimate 
the crafty Tokichiro, much to their 
later regret. Despite being in 
danger and dealing with some of 
the fiercest of Nobunaga s 
+ enemues, the small man seems 
to lead a charmed existence. He 
has been unharmed so far in the 
service of his lord. Perhaps 
someday he'll be taught a lesson 


in manners. 


If you are new to the Onimusha universe, this chapter will familiarize you with the basic game mechanics. 
Everything you need to know about character movement, menus, indicators, and the art of Soul siphoning ts bere. 


Become acquainted with the basics first so that your transition to the more complicated moves and tactics will be 


smoother. 


THE CONTROLLER 


Here's how we indicate the different buttons 
on the PS2 controller. You'll find these 
symbols throughout the book. They're 
intuitive for the most part, but if you 


become confused, just refer to this chart. 
J ANALOG 


MOVEMENT 


One trick to basic character movements: the 
direction the character moves always 
depends on which way the character faces, 


and has nothing to do with your point of 
view as the player. For example, pressing ® always moves the character forward. 
The static camera gives you several angles on the characters. You may be facing 
é 3 r 

them, behind them, or next to them, but * still moves characters the way they 
are facing. 

Pressing ¥ always moves your characters backward, pressing € always turns 

r r 

them to their left, and % moves them to their right. 

When the characters move backward, they really move. Being highly trained 


in close- CP nr 
quarters Jubei may be facing you, 
combat, they but # makes him walk forward. 


know how to 

beat a hasty retreat. After the initial burst, 

though, their backpedaling slows to a walk. 
Finally, pressing &4) spins your character 180 

degrees. Use this to turn and face an enemy or 

use it instead of backpedaling if you need a 

hastter retreat. 


Your character turns around with a quick tap of (R2). You'll cover 
ground more efficiently, which is perfect for making a quick getaway. 


THE INDICATORS 


At the top-left corner of your screen are your four indicators. The three horizontal lines, from top to bottom, are 
your character's Vitality (yellow), the Magic energy for your weapons (color varies depending on weapon equipped), 
and the amount of Souls you've collected (pink). 


~ 
The yellow indicator is your Vitality. g 
When it starts flashing, you're in danger. 


The colored bar in the middle shows how 
much Magic energy you have for the weapon 
you wield. This screen shows the Senpumaru 

at full strength. If it's flashing, you don't have 
enough energy to cast a spell. 


This indicator shows the number of Red Souls that you've captured 


with your Mark of Oni. Use them to Enhance your weapons and armor. =e) 
The number to the right shows how many full bars of Souls you have. arn [0] T = 


If you play any of the four 
supporting characters, the 
large circle contains an image of 
that character's subweapon. 
The number next to the image 
indicates the quantity of that 
weapon remaining in inventory. 


To the left of Jubei's indicator cluster is a large circle. Its color depends on which weapon is equipped. 
Five small circles surround the larger circle. As you collect Purple Souls, those circles fill up. Collect five, 
and you change into the Onimusha. You'll be invulnerable during this state, and you'll gain a 
devastating Magic attack to boot. See "Onimusha Form" in the Attacks chapter for more information. 


Keep an eye on your indicators. You should know when you have enough life 
~ and enough Magic to take on the bigger foes. Get too low, and a simple fight 
could turn into your funeral. 


Pressing the Start button (==>) pauses the game and rt 
pulls up the Inventory menus. Use the menus to change an (0) | = 
weapons, use Items, and read documents and maps. Although bringing up the Menu screen pauses the game, it 
does not stop the game timer. To truly pause the game and 


ad + stop the timer, press the left analog stick straight down. 
€ 4 ut 


The Equip menu lists all the weapons and ammunition that you carry. Tap % 
once to access the Weapons menu, or twice to access the Armor menu. Use the 
Directional buttons to scroll up and down the lists. 


To change weapons or armor, highlight the one ey 
you want to use and press X. The name of the an OTS 
weapon becomes highlighted, and "ON" ts displayed Remember that when any 
in the image window. supporting character 

Also, any Necklaces you acquire will be in the obtains a new armor piece, eS. 
Armor menu. They do not equip automatically, so you must equip it within The Equip menu lets you change 
check that menu when you get a Necklace and the Armor menu. It will not weapons and armor. 
decide if you want to put it on. equip automatically. 


IH em 


This menu shows you all the Items that you've picked-up. Tap % once to access 
the Object menu, or twice to access the Gift menu. 

To select an Item, highlight it and tap X. Confirm or cancel your choice 
when prompted. A text message informs you if the Item cannot be used at that 


location. You will not lose an Item if you attempt to use it at the wrong time. ~ 
For the most part, the Item list is 


unique to each character and reflects 
B what that character has obtained. 
r 1 ( e However, Herbs and Medicines are 
shared between all characters. 


Gift Items can only be used during specific Gift giving times. 


The File menu holds all the documents and pictures you've picked up in your 
travels. Press > once to access the Book menu, or twice to bring up the Picture menu. 
If you want to look at some of the texts, use X to highlight the one you want. 
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At the Map menu, you can view all maps = 
you've picked up. This belps you orient 

yourself and avoids needless backtracking. Fr 
Press > once to access the Map list, then use 

the Directional pad to select the map you | & 
want. Press X to view it. ait: 


Several maps scattered through the 
game detail every area you can reach. 
When you view a map, the room your 

character occupies is highlighted. 
Your character is represented by a 
blinking yellow arrow. 


Onimusha 2 incorporates a system of giving presents to the four secondary 
characters, your friends. At times, youll find one of them hanging around an area. 
Approach the character, and a green box in the lower-right corner of the screen 
will say “Press Start Button ad 
or "Gift. 

This means you can initiate a Gift 


trade. Press [> to be taken directly to 


the Gift menu of your Inventory. 


Select the Gift Item you want to give 


What's Ekei doing here? Maybe he 


hem and press X. Your friend reacts to the present and gives you something ir 
needs something to keep him busy. them and press our friend reacts to the present and gives you something in 


return (unless be or she bated your Gift Item). 

Each time you trade presents with a character, you affect thetr Goodwill toward 
you. The Goodwill rating ts noted with numbers, but it’s all bebind the scenes; 
there is no way to check what the Goodwill ratings are. 

Furthermore, you can't make everyone happy. The Goodwill of one character 
can be affected by your Goodwill rating with another. Magoichi and Ekei don't like 
each other, so if you've got a bigh Goodwill with one, the other will be resentful. 


The same Roes for Kotaro and Oyu. 


Many more details are contained in the Items chapter of this guide. Study up, 
These guys are always arguing. because the Goodwill and Gifting systems change the outcome of your game. 


STORY LINES 


The four secondary characters each have very different agendas and goals. Their stories can't be told in just one play- 
through of the game. You must play the game several times, curtying favor with different people each time, to see the 
whole picture. 

Goodwill ratings determine who's story you will see. It can mix 
and match from one play-through to the next depending on 
the Gifts you give. You can control it by focusing on one 
character and only giving Gifts to that friend. However, some 
story lines occur if the character ts very mad at you. To see those, 
you may have to deliberately give them bad Gifts. 

Also, some Items can be received only by trading with several, or all, of 
the secondary characters. It can get confusing. We recommend just playing 
through naturally the first time. Give Gifts however you want and to whomever 
you want and see what happens. 

The walkthrough shows each possible story line and when it occurs in the 
game. It's up to you to make friends as you see fit. When the game ends, you 
can consult the Scenario Map to see what story lines you've encountered and 
what you've missed. Start a new game and try again. The different tales can 
be surprising and enjoyable. 


SOULS 


When Jubei (or the supporting 
characters) defeats a demon, it 
disintegrates, releasing Souls of 
power. Press and hold @ to 
suck the energy into the Mark 
of Oni. Get the Soul soon after 
it's released, or it disappears. 


When collecting Souls, your character is very 
vulnerable. You can't move or block while 
holding @, so make sure it's safe before you 
suck up the energy. 


After a beating, the demons crumble 
to dust. Watch for the Souls FS 
that leave the body. 


Four types of Souls, in the shape of 
glowing balls of gas, can be found inside 
é cs é 
demons. Each is a unique color that makes 
it simple to determine their purpose. 


Siphoning Pur Souls takes longer than 


collecting any of the other Soul types. Use Luss ou wt 
caution when grabbing them. The Yellow Souls are for Vitality. You Collecting five Purple Souls transforms 
regain sections of your Vitality bar as Jubei into the Onimusha, which grants 
you catch them. The Blue Souls are for him invincibility, increased power, and a 
your Orb magic. They fill up the middle powerful Magic attack. 
indicator. The Red Souls are the most 
numerous. They help you Enhance your 
weapons and armor at the Magic Mirrors. 


The balls of energy also come in different 
sizes. The smaller they are, the less energy they 
hold. The bigger they are, the larger the boost 


they give you. Don't ignore the small ones, 
though; they add up quickly. 


nos 


Using the Onimusha form's Magic attack 
causes the bar to diminish at an accelerated 
rate. Grab more Purple Souls to increase the 

transformation's duration. 


Th e On 1 m Br a 


Grabbing five Purple Souls transforms Jubei into the Onimusha, a being of extreme 
power. A purple glow surrounds Jubei, and his weapon pulses with power. The 
Vitality and Magic indicators will be replaced by an Oni Power indicator. Until 
the bar recedes completely, Jubet is invincible. 
Also, tapping & lets loose powerful homing 
projectiles that destroy even the strongest of 
foes. When the bar diminishes fully, Jubet 
reverts to his mortal form. 

For your boss battles, have four Purple 
Souls right before the battle begins. With a bit 


of luck, the boss will release a Purple Soul, and 


t& 
a 
= 


When you've transformed into the 
Onimusha, Jubei glows with an ancient 
power. He's impervious to damage as 

long as the glow lasts. 


you'll be able to use the Onimusha form's powerful 
attacks on the big baddie. 

Check abead in the walkthrough to find out 
when a boss battle ts approaching, and make sure 


you save your Purple Souls for it. 


ae 


HEALTH 


There are two ways that characters can regain Vitality. They can use Health Items (Herbs, Medicine, Secret Medicine, 
Perfect Medicine), or they can collect Yellow Souls. 


The various Health Items that you can collect throughout the game are 
shown bere. The Herb restores a fraction of Vitality, and the Medicine 
restores a large amount of Vitality. The Secret Medicine fully restores the 
Vitality bar, and the Perfect Medicine fully restores both the Vitality bar 


Yellow Souls are usually in short supply; 
snatch them up at every opportunity. 


and the Magic energy bar. But hang on to Secret and Perfect Medicine 
for the end of the game. 


MaGic MIRRORS 


Magic Mirrors are scattered throughout 
Onimusha 2. They help you in two ways. First, 
they act as save points. You can record your 
progress in the game and return to that point 
if things go wrong. 

Second, you can use the Enhance feature at 


the Magic Murors. This is why you should 
collect so many Red Souls. Enbancing allows 


To pea von psy you to boost the power of your weapons 
press X while facing a Magic Mirror, of Souls to max out all your weapons. geeenor. i 
then select Sricavonhave'10 Raise weapon levels so you can dispatch 
save spots to choose from. your enemies more q uickly, and ratse armor 


levels so you take less damage. 


Puzzite BOXES 


You'll find Puzzle Boxes scattered throughout 
the game. Press X while in front of one to 
bring up the Puzzle screen. The tile puzzle ts 
the main type you'll bend your brains over 
trying to figure out. However, solving them 
always yields an important Item, so they are 
well worth your time and energy. Check the 
walkthrough for solutions to all the puzzles. 


You encounter a few other ype of This is the Tile Puzzle screen. Your task These are fun to solve. Make every row, 
puzzles throughout the game. Check the is always the same: place the various column, and dlagonal add up to the 
walkthrough for descriptions and solutions. tiles in order so they complete this naka che 

bull's-eye symbol. 


SOUL FOUNTAINS 


Throughout the game, you'll find 
magical Soul Fountains that release 
energy to refill your Magic energy bar. 
Often, the Soul Fountains are next to a 
Magic Mirror, but some stand alone. 


Press and hold @ to suck up the Blue 


If you don't see any glowing balls 
floating above a Soul Fountain, then you 
don't need any more power. 


Souls and top off all your weapons. 


DOCUMENTS 


Strewn about the grounds are books, notes, scrolls, and journals that provide ag? Ci : 

help, bistory, clues, or information to aid and enrich your journey throughout Look for the brightly colored covers. Th 

the world of Onimusha. documents you can pick up usually 
stand out from their surroundings. 


COMRAT BASICS 


Here are the basics for battling the hordes of demons you will encounter. For in-depth weapon and attack 
information, check out the Weapons chapter and the Attacks chapter. 


Stan ces 


All the playable characters have three stances. 

When you don't press any buttons, the characters assume the resting stance. 
Their weapons are not at the ready, although they can attack from this position 
as easily as from the fighting stance. Tap @ to initiate an attack. 

Holding &2) lightly puts the characters into their fighting stance, and it aims 
them at the nearest standing enemy. The other benefit is that while holding &3), 
your character can strafe (sidestep) to the left or right. This belps you avoid 
strikes. 


Sharply pressing and holding ®2) charges the character's equipped weapon. 


Tap M@ to execute a Charged attack once the weapon is charged. See the Attack: The resting stance. 
chapter for more information about this type of offense. r 
Targeting can do more barm than good sometimes, so be wary. : 
If two demons stand side-by-side and you bold (2), the targeted nie 
enemy may not be the one you actually want to attack. 4 
Finally, there's the block, or y j 
guard, stance, in which you can 
completely block many attacks. Hold 2to get 
your character into a defensive stance. Some of the ar OTs 
bigger demons, however, can smash right through — 
your guard to inflict damage. You cannot move or Oyu, an adept blocker, is 
attack while blocking. the only character who 
The smaller enemies can be blocked almost keeps her guard up while 
strafing and/or charging 


indefinitely. A gang of the weaker 


her weapon. 


demons will simply clang away at 
your defense. The more powerful 
demons have stronger attacks that 
you can block, but the force of the 
blow will knock you off balance, forcing 
you to drop your guard. Once that 
happens, you are vulnerable for a 
moment, so any other nearby demons 


ssful strike. 


may make a suce 


The block. Get used to using it now, 
or pay the price later. | 


This chapter provides exhaustive information about the weapons you use in Onimusha 2. We introduce you to the 


different types of attacks you can perform, what their effects are, and some tactics to belp you out in the field. 


MeLtee WEAPON ATTACKS 


Slash/Jab 

Button Press: Tap @. 

Description: Jubei performs a horizontal Slash with every melee weapon except Hyoujin-Yari. lf Hyoujin-Yari is equipped, Jubei 

performs a Jab. 

Benefit: Useful if you try to execute a Flash attack (see page 25). 

Drawback: Killing an enemy with a single Slash or Jab takes a long time, and you had better be good at blocking! 

Bottom Line: Slashes and Jabs are meant to be the first hit of the Basic Combo. Never use them as your sole offensive strategy, unless you are 
going for Flash attacks. 


Kick 
Button Press: Hold 4 and tap @. 
Description: Jubei kicks the nearest enemy. 
Benefit: Knocks down all but the strongest enemies. 
Drawback: Inflicts no damage and has no effect on the larger Genma Demon and Genma Robot families. 
Bottom Line: A great up-close attack that buys you some time if multiple enemies overwhelm Jubei. Follow with a Stab for a deadly two-part 
combination. 
Also great against the Genma Biomechanical family, because it exposes their core and leaves them vulnerable to further attacks. 


Basic Combo 

Button Press: Tap @,@,@.... 

Description: The Basic Combo is executed by pressing the Attack button repeatedly. Depending on the weapon Jubei is wielding, the Basic 
Combo consists of two to five hits. After the last hit, there is a delay before Jubei can begin the combo again. The length of the delay depends 
on the weapon. 

Benefit: Ease of execution. Hitting with the entire combination usually yields results that are greater than the sum of the individual hits. For 
example, the last hit in the Hyoujin-Yari's combination knocks down or stuns smaller enemies. 

Drawback: The relative weakness of the individual hits that make up the combo, and the possibility of interruption by an enemy's attacks. 
Jubei can abort an attack after any hit in the combo, but doing so negates the bonus gained by finishing the combo. 

Bottom Line: Use the Basic Combo against weaker enemies with slow attack speeds, such as Oda or Genma Soldiers. 


Basic Combo Attack by Weapon 

Weapon # of Hits Attributes 

Weakest of all weapons, last hit knocks down lesser enemies 

Buraitou 4 Fast attack speed, short delay between combos, and last hit knocks down lesser enemies <a 
5 Fastest attack speed, shortest delay between combos, last hit knocks down lesser enemies 

Hyoujin-Yari = 4 Slower attack speed, longest range, last hit knocks down enemies in range within a 180-degree arc in front of Jubei 
2 
3 


Slowest attack speed, most powerful attack, last hit knocks down or stuns almost any level enemy 


Fast attack speed, powerful attack, second hit damages enemies positioned to side and front of Jubei, last hit knocks down lesser enemies 


Overhead Attack/Crowd Control 

Button Press: Hold # and tap @. 

Description: Depending on the weapon Jubei is wielding, he performs an attack meant to knock down one (Overhead attack) or multiple 
(Crowd Control) nearby enemies. 

Benefit: The Overhead attack/Crowd Control knocks down lesser enemies and may knock back or stun more powerful foes, allowing you to 
continue your attack unchallenged. 

Drawback: Larger enemies won't be knocked down. 

Bottom Line: There are more efficient methods or combos to destroy an adversary. Knocking down an enemy is useful if you have time to 
finish them with a Stab attack. If you don't, you must wait for them to regain their feet before you can finish them off. If they don't fall, follow 
the Overhead attack/Crowd Control with the Basic Combo attack or the Secret Combo attack. 


Overhead Attack/Crowd Control by Weapon 
Weapon # of — Affected’ Attributes 

Minimal damage, but will knock down smaller enemies 

4 Strong attack that knocks back and knocks down smaller enemies 
multiple Weak attack that knocks back and knocks down smaller enemies 
Devastating attack, slowest speed, crushes smaller enemies and knocks down Oowassha and Genma Giants, 
stuns Genma Undead, Baguwassha (against his weaker attacks only) 
Powerful attack, but ineffective against Baguwassha 

‘If enemies stand tightly together, all weapons have a chance of hitting multiple foes. Weapons listed as affecting multiple enemies will do so even if some distance separates enemies. 


Thrust 
Button Press: Hold (82) and t, then tap @. 
Description: Jubei Thrusts his weapon ff he is more than a step away from an enemy. 
Benefit: The Thrust attack is one of the most powerful and useful in the game. It does a large amount of damage and can knock back, knock 
down, or stun even the strongest enemies. The Thrust is rarely blocked, adding to its usefulness. 
Drawback: The Thrust is best suited to the long reach of the Hyoujin-Yari. You must be very close to an enemy when executing the Thrust 
with other weapons, leaving Jubei vulnerable to quick preemptive strikes. Also, quicker enemies, like Musaido, tend to evade its straight- 
forward motion. 

If you are not using the Hyoujin-Yari, use the Thrust as an opening attack and follow it with a combo. 
Bottom Line: Equip the Hyoujin-Yari, and the Thrust becomes one of your most effective 


and devastating nonmagic attacks, especially against larger, slow-moving demons. T) ] When iegr- onl 
Stay out of an enemy's reach and hit it with successive Thrusts. Most enemies are A pone = ition: 
stunned by the attack and will be unable to respond. hil each oid orcas bay ee 


, P } the enemy and could put you 


Uppercut came! Within range of their attacks. 


Button Press: Hold (#2) and t, then tap m@. 
Description: An Uppercut is executed if you perform a Thrust attack within one step away from an enemy. The Uppercut throws lesser 
enemies into the air and sends them crashing back to the ground. 

Benefit: A powerful attack that knocks smaller enemies down, leaving them helpless against further attacks. 

Drawback: Larger enemies don't fall and answer with a quick counterattack. 

Bottom Line: Avoid the Uppercut against any enemy larger than those in the Genma Undead family. Other enemies will not be knocked down. 


Stab oa 
Button Press: Tap ™ while standing over a fallen enemy. ' v1 ] Set up the Stab with 


Description: Jubei runs the business end of his weapon through the prone demon. oe pple 
Benefits: It's a guaranteed kill against all but the strongest demons. at | § like the Overhead 
Drawbacks: Slow execution that leaves Jubei vulnerable to other attackers. a attack, Uppercut, or 
Bottom Line: An easy and efficient killing stroke, but be cautious when using it while surrounded Crowd Control. 


by other, more upright, monsters. 


Charged Attack 
Button Press: Press and hold (2) all the way down, then press ™@. 
Description: By pressing (2) (all the way down) and holding it, Jubei's weapon begins to glow. While holding 2) down, hit the Attack 
button to execute a Charged attack. You can charge each Oni weapon to a maximum of Level 3. Charging it to the Level 3 allows Jubei to 
perform a Charged Combo attack. 

When you receive an Oni weapon, you are automatically able to charge it to Level 1. To gain the ability to charge your weapons to Levels 
2 and 3, you must give armor and weapons to the other characters. In turn, they reward Jubei with books that enable him to fully charge his 
weapons. 
Benefits: Charged attacks are more powerful than regular attacks. 
Drawbacks: It takes time to charge a weapon, and you are unable to block while doing so. 
Bottom Line: The time it takes to charge a weapon is a big drawback for the Charged attacks. However, if an enemy is particularly vulnerable 
to a specific type of weapon or attack, a Charged attack of that same type will finish it much faster. 


Charged Attacks by Weapon 
Weapon Level 1 Effect Level 2 Effect Level 3 Effect 
Charged Crowd Control Charged Uppercut 3-Part Crowd Control 
Senpumaru Charged Crowd Control Charged Uppercut —_3-Part Crowd Control 
Hyoujin-Yart Charged Crowd Control Charged Uppercut 3-Part Crowd Control 
Dokoutsui. Charged Crowd Control hits nearby enemies — Charged Uppercut Charged Hammer Spin hits nearby enemies 


Rekka-Ken Charged Crowd Control Charged Uppercut Charged Overhead attack 


Charged Attack Plus 


Button Press: Execute the Charged attack (press and hold {R2) all the way down, then press ™), and fo If you have trouble 


as the last attack is performed, press @. simply 
Description: An additional attack that follows the Level 2 and Level 3 Charged attacks. Perform a i q reas fen ne button 
Charged attack, then tap the Attack button as the last hit lands. tt! k } continuously after you 
Benefits: Adding the final attack to the Charged attack is a must. ai charge your weapon to 
Drawbacks: None; if you are performing a Charged attack, the additional hit can only help you. the desired level. 


NOTTS 


For every weapon except Rekka-Ken, the Charged Attack Plus adds one additional attack at Level 2 and one 
additional attack at Level 3. The Rekka-Ken adds one attack at Level 2, but three additional attacks at Level 3. 


Charged Attack Plus by Weapon 
Weapon Level 2 Attack Level 3 Attack(s) 
Overhead Attack Crowd Control 
Thrust 
Four additional revolutions to Hammer Spin Crowd Control Pees tesa TAS 


‘Overhead Attack Thrust, Uppercut, Thrust 


Secret Combo 

Button Press: Quickly tap 2, @, @. 

Description: By finding a Secret scroll that corresponds to a specific Oni weapon, Jubei gains the ability to perform a Secret Combo with that 
weapon. The Secret Combos are different for each weapon, but the button presses to execute them are the same. 

Benefit: Faster attack speed than the Basic Combo. 

Drawback: Depends on the weapon. For example, the two-part Secret Combo for the Senpumaru is very weak compared to the Senpumaru's 
Basic Combo. On the other hand, the Dokoutsui's Secret Combo adds a 360-degree Hammer Spin Crowd Control to the Basic Combo, making 
it more effective against multiple enemies. 

Bottom Line: Check the Enemies chapter of the guide to see a demon's particular vulnerabilities, and choose your attack accordingly. 
Otherwise, use what works best for you. 


Secret Combo versus Basic Combo by Weapon 
Weapon #ofHits Breakdown 


Delay between successive executions makes the Basic Combo better against multiple enemies. 
Easy cholce—use the Basfc Combo. 


Use the Secret Combo against a strong, ne enemy, Basic Combo against multiple Per 59 
~ Use the Secret Combo in all instances. TEE IE 
Use the Secret Combo against any single enemy; Basic Combo against multiple enemies. 


Secret Combo Plus 

Button Press: Quickly tap >, @, m, then tap m™ again as the last attack is performed. 

Description: Adds one or more attacks to the Secret Combo. 

Benefit: The Secret Combo Plus adds a significant amount of damage to the Secret Combo. 

Drawback: Performing the additional attack is not always beneficial. It adds to the duration of the attack, giving enemies more time to 
counterattack. For example, the Hyoujin-Yari's Secret Combo Plus is devastating against a single enemy positioned ahead of Jubei, but 


performing it leaves him vulnerable from the sides. ppreacee Secret 

Bottom Line: Perform the Secret Combo Plus every time you use the Secret j i @ bie nig ae pada sap weanah ng 
Combo. The drawback mentioned above assumes that you are going after one m7] § Ifyou aren't getting it, try listening to 
target while others rampage about. To solve that dilemma, clear the room of | | the sound the weapon makes as it 

any additional baddies with other attacks before you focus your Secret Combo >) || swings, and press the Attack button 

Plus on the strongest foe. see When you hear the last attack. 

Secret Combo Plus by Weapon 

Weapon Additional Hits Breakdown 


Buraitou Adds a second Crowd Control attack. 
the entire combo worthwhile. Fast and deadly. 
Adds a Lunge attack. In terms of balance between speed and damage, this is the best. combo in the game. 


Adds an Overhead attack. It is slow but incredibly deadly. 
Adds an Uppercut—a must if you use the Secret Combo. 


Button Press: Press 4. 

Description: When Jubei has a sufficiently high Magic bar (it isn't blinking), he can perform a Magic attack with his equipped Oni weapon. 
The type of attack depends on the wielded weapon. 

Benefits: Incredibly powerful and specialized attack. 

Drawback: None. 

Bottom Line: Magic attacks are necessary for Jubei's survival. Read the following table to learn the benefits of each weapon's Magic attack. 


Weapon Target Breakdown 


Nine-hit combo on one foe with negligible damage to nearby enemies on last hit 
Multiple Whirlwind attack destroys nearby enemies and pulls distant enemies toward Jubel. Great for hitting foes above you. 


Hyoujin-Yari Multiple Freezes and destroys any enemies directly behind the target. Larger enemies can resist the Freeze effect, but still take damage. 
Dokoutsui Multiple Damages any enemy in the room, regardless of position. Jubet's only true ranged attack, aside from Arrows and Bullets. 
Rekka-Ken Multiple Flames encircle Jubel; enemies within the ring take massive damage. 


S 
Button Press: N/A (automatic) T = 


Description: When Jubei collects five 


Using the Onimusha 
Purple Souls, he transforms into form's Magic attack 
Onimusha form. Jubei's life bar turns depletes the energy 


into an energy bar. When it is depleted, 
Jubei returns to his normal state. 
Benefits: Jubei's attack damage is 
amplified, and he is invincible. While in Onimusha form, pressing the 
Magic Attack button unleashes a homing projectile attack that does 
incredible damage to even the strongest demons. 

Drawbacks: Because collecting five Souls is time-consuming, players 
tend to stay at four Souls until entering a boss fight. This makes it the 
least-used attack in the game. 

Bottom Line: In a boss battle, there is nothing better than collecting 
that final Purple Soul and unleashing a barrage of homing missiles upon 
your enemy. Aside from causing massive damage, the attack also 
releases a multitude of Souls, so be ready to siphon them up. 


bar at a faster rate 
than normal. 


RANGED WEAPON ATTACKS 


Button Press: Press and hold (82), tap m. 

Description: The Bow is Jubei's basic ranged weapon. Normal Arrows are weaker than Fire Arrows. 

Benefit: Takes care of those pesky archers and annoying Gyaran. 

Drawback: You can't block while the Bow is equipped, and even the Fire Arrows do minimal damage compared to Jubei's melee weapons. 
Bottom Line: Sometimes it's better to evade and ignore the archers than risk taking damage by equipping the Bow. If you are taking 
down an archer, block his Arrow, then quickly equip and fire your own. Archer's are slow shooters, so you should have no problem 
avoiding their volley. 


Button Press: Press and hold (2), tap m@. 

Description: The Tanegashima dishes out damage about equivalent to the normal Arrow. lt shoots a single Bullet that does minor damage to 
nearby or distant enemies. The Tri-Barrel Gun is capable of quickly rattling off three successive shots. Each bullet inflicts about as much 
damage as a Fire Arrow. 

Benefit: Use either rifle against larger enemies that are some distance from Jubei. You can put them down before they get too close. 
Drawback: You can't block while they are equipped. The Tanegashima has a long delay between each shot. 

Bottom Line: You can get through the entire game without using Jubei's ranged weapons. Nevertheless, they are adequate substitutes for 
any of Jubei's ranged Magic attacks. 
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REACTIONARY ATTACKS 


Be ma 


Jubei does not initiate reactionary attacks; rather, they are reactions to an enemy's attack. 


Grapple 
The Grapple is a test of strength. It occurs when Jubei and his adversary lock weapons. To win the Grapple, quickly press all the buttons on the 
Control pad. If you succeed, you kick, throw, or hit your opponent. If you fail, your opponent kicks, throws, or hits you. 


Rebound 

The Rebound uses an enemy's momentum against it. Just as they are about to connect with an attack, press (2) and the block pushes them 
back a bit. Immediately press ™ to counterattack. If you are successful, the enemy is killed instantly, and double the normal amount of Souls 
are released. You also get a Vitality Soul for your impeccable timing. See the table in the Flash attack section to see which enemies are immune 
to the Rebound. 


Flash Attack 

The Flash attack is a counterattack that instantly kills one or more enemies. It occurs when Jubei strikes an enemy just as an enemy's attack is 
about to land. If timed correctly, Jubei's attack lands first and scores an instant kill. The attack takes incredible timing and it is not one to rely 
upon. Flash attacks yield more Souls per kill (including Yellow Souls), than any other type of kill. 


Oda Soldier: Flash Attack Timing and Rebound 
Enemy Attack Type Use/When Rebound Possible? 
Odazouhei Upper-Level Cut Slash/Before Hit 


Uppercut ~ Slash/Before Hit Yes 

Side Cut Uppercut/Before Hit Yes 

Running Cut Slash/While Running and Close Yes 

Reverse Body Cut Block /Before Hit Yes 

Odahel Upper-Level Cut Slash/Before Hit Yes 

Uppercut Slash/Before Hit Yes 

Side Cut Slash/Before Hit Yes 

Reverse Body Cut Uppercut/Before Hit Yes 

DrawandSlash == =~—_Slash/Before Hit No 

Odahei Sineitai Upper-Level Cut Block/Before Hit Yes 

Uppercut Slash/Before Hit Yes 

Side Cut Uppercut/Before Hit Yes 

Reverse BodyCut  ——-Slash/Before Hit Yes 

Combo Cut (1st Level) Slash/before hit Yes 

Combo Cut (2nd Level) Block/Before Hit Yes 

Jump In Cut Block/Before Hit No 

Odahei Yumi Upper-Level Cut Slash/Before Hit Yes 

Uppercut Slash/Before Hit Yes 

AGREE» Side Cut Uppercut/Before Hit Yes 
Running Cut Slash/While Running and Close 


Bor Reverse BodyCut == ——Block/Before Hit 
Bow Shot Block/Before Bow Shot 


Genma Soldier: Flash Attack Timing and Rebound 
Enemy Attack Type Use/When Rebound Possible? 
Jaldo Thrust Slash/Before Hit 


Reverse BodyCut —Block/Before Hit 
Gale Edge Slash/Before Hit Yes 
Soe Bite? Uppercut/Before Hit Yes 
Bajaido Thrust Slash/Before Hit Yes 
gs Reverse Body Cut Block/Before Hit Yes 
Gale Edge Slash/Before Hit Yes 


Bite Uppercut/Before Hit No 
Side Cut Slash/Before Hit Yes 
Jump Cut Uppercut/Before Hit No 
Bow Shot Block/Before Bow Shot 


Bow Shot Block/Before Bow Shot 


Genma Ninja: Flash Attack Timing and Rebound 
Enemy Attack Type Use/When Rebound Possible? 
Musaido Dagger Fight Slash/Before Hit Yes 


Dash Attack — ~_ Slash/Before Hit Yes 

Jumping Attack Uppercut/Before Hit No 

Revolving Cut Slash/Before Hit Yes 
Giramusaido Dagger Fight Slash/ Before Hit Yes 
Dash Attack Slash/Before Hit Yes 

Jumping Attack Uppercut/Before Hit Yes 

Revolving Cut Slash/Before Hit Yes 

Face Slap 5-Part Combo Block/Initial Level before Hit Yes 

Nail Attack Sie Slash/BeforeHit = Yes 

Dash Attack Slash/Before Hit Yes 

Jumping Attack Uppercut/Before Hit Yes 

Revolving Cut Slash/Before Hit Yes 

Poison Gas NVA No 

Nail Throw Knife Block/Before Firing No 

Nail Attack Slash/Before Hit Yes 

Dash Attack Slash/Before Hit Yes 

Jumping Attack Uppercut/Before Hit No 

Revolving Cut Slash/Before Hit Yes 
Thrust Stab 3-Part Combo —_Block/Initial Level before Hit Yes 
Poison Gas N/A No 

Boke ti Nail Throw Knife = Block/Before Firing No 
Face Slap 5-Part Combo Block/Initial Level before Hit Yes 


Genma Undead: Flash Attack Timing and Rebound 
Enemy Attack Type Use/When Rebound Possible? 
Vertical Cut Block/Before Hit 


Uppercut NRA Slash/Before Hit Yes 
Vertical Cut from Uppercut Block/Before Hit No 
Side Cut Slash/Before Hit Yes 
Side Cut 2nd Level Slash/Before Hit No 
Thrust Block/Before Hit No 
Vertical Cut Block/Before Hit Yes 
Slash/Before Hit Yes 
Vertical Cut from Uppercut Block/Before Hit No 
SideCut Slash/Before Hit Yes 
Side Cut 2nd Level Slash/Before Hit No 
Zedan One-Handed Vertical Cut Block/Before Hit No 
Right Sweeping Cut Slash/Before Hit No 
Left Uppercut Be Sis ® Uppercut/Before Hit =e 
Right Uppercut Uppercut/Before Hit Yes 
Thrust Block/Before Hit No 
Grab and Rise WA No 
Swing Around He Slash/Before Hit Yes 
Two-Handed Vertical Cut Block/Before Hit No 
One-Handed Vertical Cut Block/Before Hit No 
Side Sweeping Combo Attack Slash/Before Hit Yes 
Sapa Right Sweeping Cut Slash/Before Hit No 
Left Uppercut Uppercut/Before Hit Yes 
Right Uppercut Uppercut/Before Hit Yes 
Thrust Block/Before Hit No 
Grab and Rise N/A 
Swing Around Slash/Before Hit 
Two-Handed Vertical Cut Block/Before Hit 


Genma Giant: Flash Attack Timing and Rebound 


Enemy 
Gozare Pound (Small) Slash/Before Hit 


Pound (Large) = Slash/Before Hit No 
Thrust Block/Before Hit No 
Thrust Up (Thrust) Slash/Before Hit Yes 
Thrust Up (Rising) Slash/Before Hit Yes 
Side Sweep Uppercut/Before Hit — No 
Thrust 4-Part Combo(1—3 Level) Slash/Before Hit Yes 
Thrust 4-Part Combo(4th Level) Block/Before Hit No 
Jump Kick Uppercut/Before Hit No 
Baigozare Pound (Small) Slash/Before Hit Yes 
Pound (Large) Slash/Before Hit No 
Thrust Block/Before Hit No 
Thrust Up (Thrust) Slash/Before Hit : 


Back Fling Around Slash/Before Hit 


Genma Biomechanical: Flash Attack Timing and Rebound 
Rebound Possible? 


Enemy Attack Type Use/When 
Hyukane Low-Altitude Revolving Attack Slash/While Moving and Close 


Divebomb Body Blow Uppercut/Takeoff and Landing 
Revolving Body Blow Block/Before Hit 
Airborne Revolving Attack Uppercut/Takeoff or Landing 
Appears out of Ground N/A 

Dorahyukane Low-Altitude Revolving Attack Slash/While Moving and Close 
Spring out of Ground N/A 
Divebomb Body Blow Uppercut/Takeoff or Landing 
Genma Bullet N/A 
Revolving Body Blow — Block/Before Hit 
Airborne Revolving Attack Uppercut/Takeoff or Landing 

Appears out of Ground N/A 

Derahyukane Low-Altitude Revolving Attack Slash/While Moving and Close 
Springoutofground = N/A 
Divebomb Body Blow Uppercut/Takeoff or Landing 
Genma Bullet N/A 
Revolving Body Blow Block/Before Hit 
Dolphin Body Blow Block/Before Hit 
Airborne Revolving Attack Uppercut/Takeoff or Landing 


Appears out of Ground NWA 


Attack Type Use/When Rebound Possible? 


Thrust Up (Rising) Slash/Before Hit 
Side Sweep Uppercut/Before Hit 

Thrust 4-Part Combo (1-3 Level) —_Slash/Before Hit 
Thrust 4-Part Combo (4th Level) Block/Before Hit No 
Jump Kick Uppercut/Before Hit No 

Revolving Jump Slash/First or During Yes” 
Grab while Lifting Up Slash/Before Hit No 
aa; Grab while Hitting with Club NASER No 
Raigozare Pound (Small) Slash/Before Hit Yes 
: Pound (Large) Slash/Before Hit No 
Thrust Block/Before Hit No 
Thrust Up (Thrust) Slash/Before Hit f No 
Thrust Up (Rising) Slash/Before Hit No 
Side Sweep Uppercut/Before Hit No 
Thrust 4-Part Combo (1-3 Level) —_Slash/Before Hit Yes 
Thrust 4-Part Combo (4th Level) Block/BeforeHit = == No 
Jump Rick Uppercut/Before Hit No 
at Revolving Jump Slash/First or During Year 

Grab while Lifting Up Slash/Before Hit No 
Grab while Hitting with Club N/A No 

Back Thrust Block/Before Hit 


Genma Aquatic: Flash Attack Timing and Rebound 


Enemy 


Attack Type 
Waterbomb 


Bite: 2a Se 


Body Blow 
Scratch 

Thrust Stab 
Emit Water 
Body Blow 


Use/When 

N/A 
Uppercut/Before Hit 
Uppercut/Before Hit 
Slash/Before Hit 
Block/Before Hit 
N/A 

Uppercut/Near Apex 
N/A 


Rebound Possible? 


Genma Robot: Flash Attack Timing and Rebound 


Enemy 


Dorogandokai 


Genma Organism: Flash Attack Timing and Rebound 


Enemy 
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Attack Type 
Bomb 


One-Two Straight Punch 


Right Straight Punch 
Left Straight Punch 
Double Straight Punch 
Double Hammer 
Right Back Upper 

Left Back Upper 
Rocket Punch 

Emit Flame 

Chainsaw Attack 
Grapple Attack 

Rage Revolving Punch 
Mega-Ton Press 

Bomb 

One-Two Straight Punch 
Right Straight Punch 
Left Straight Punch 
Double Straight Punch 
Double Hammer 
Right Back Upper 

Left Back Upper 
Rocket Punch 

Emit Flame 

Chainsaw Attack 
Grapple Attack 

Rage Revolving Punch 
Mega-Ton Press 


Attack Type 
Thrust Stab 


Ground Thrust Stab 
Thrust Stab 

Mow Down 

Pound 

Poison Bomb 


Grab Thrust Stab 


Ground Thrust Stab 
Bite (Oni Power Absorb) 
Body Blow 


‘When Escaping Total Destruction 


Use/When 
N/A 
Slash/Before Hit 

Slash/Before Hit 

Slash/Before Hit 

Slash/Before Hit 
Uppercut/Before Hit 
Uppercut/Before Hit 
Uppercut/Before Hit 
Block/Before Firing 
Slash/Before Firing 

N/A 

Slash/Before Straightening Arm 
Slash/ Before Hit 

N/A 

N/A 

Slash/Before Hit 

Slash/Before Hit 

Slash/Before Hit 

Slash/Before Hit 
Uppercut/Before Hit 
Uppercut/Before Hit 
Uppercut/Before Hit 
Block/Before Firing 
Slash/Before Firing 

N/A 

Slash/Before Straightening Arm 
Slash/Before Hit 

NA 


Use/When 
Slash/Before Hit 
Slash/Before Hit 
Uppercut/Before Hit 
N/A 

N/A 

Slash/Before Hit 
Slash/Before Hit 
Uppercut/Before Hit 


Uppercut/During All Running Actions 


Rebound Possible? 


Rebound Possible? 

Revolving Body Blow Uppercut/During Revolving 

Hatchet Vertical Swing Block/Before Hit 
Hatchet Side Swing Uppercut/Before Hit 
Bite from Hatchet Swing Uppercut/Before Hit 
Hatchet Swing 3-Part Combo (Ist Level) — Slash/Before Hit 
Hatchet Swing 3-Part Combo (2nd Level)  Uppercut/Before Hit 
Hatchet Swing 3-Part Combo (3rd Level) Uppercut/Before Hit 
Two-Handed Downstroke Block/Before Hit 
Side Swing aa Uppercut/Before Hit 
One-Handed Downstroke Block/Before Hit 
Thrust Flight Slash/Before Hit 
Over-Shoulder Downstroke Block/Before Hit 
Revolving Downstroke Block/Before Hit 
Back Side Swing Around Slash/Before Hit 
Two-Handed Downstroke Block/Before Hit 
Side Swing Uppercut/Before Hit 
One-Handed Downstroke Block/Before Hit 
Thrust Flight Uppercut/Before Hit 
Over-Shoulder Downstroke Block/Before Hit 
One-Handed Belt Throw Uppercut/Before Hit 
Revolving Downstroke Block/Before Hit 
Back Side Swing Around Slash/Before Hit 


TACTICS 


Wea P on ci o1 ce 


For regular use, the Buraitou is the fastest Orb sword, and you can enhance it the 
soonest. Its speed clears gangs of enemies quickly or delivers multiple hits on a 
big beast before he gets off a single attack. 

The Hyoujin-Yari spear is your distance blade. Its long reach maintains a safe 
distance, and its sweeping move clears away clusters of enemies. Use this baby 
when you need to stay back and inflict heavy damage. 

Nothing gives you breathing room like a blast from the Wind Orb. And the 
Dokoutsui hammer ts a must for combat with big, slow demons. 

Each one has its specialties, and you'll become comfortable with them all. 
Make sure you have the right tool for the job. 


Risek It 


Don't forget about blocking. You need to block to minimize the damage you take. 

Jubei ts fast in combat. He quickly brings up bis guard, and he attacks like a 
coiled snake. Use that speed to attack your enemies as they are swinging, block 
their blow, then dart out for another strike. This does not work if the blow 
knocks you off balance or simply bashes through your defense. 


M ove 


Take advantage of the sidestep and backpedal. Hold to get into your fighting 
stance, then circle-strafe around the enemy you're engaging. This moves you out 
4 ) SARs ) 

of your enemy’s line of attack and allows you to strike at unprotected areas. 
Similarly, use your backpedal move to avoid attacks by pressing 4. It's very 

fast for the first few seconds. Darting in and out to take quick swipes at a strong 

enemy can save your Vitality. In the walkthrough, we refer to this as a bit-and- 

run tactic. 


The best offense includes 
a good defense. 


Hold (82) and press € or > to 
strafe around enemies. 


Swite I, Ht Up 


Jubei can swap weapons very quickly. Use that speed when dealing with difficult demons or tough situations. Let's 
say you're using the Buraitou to fight a single enemy and suddenly, four more enemies pop out of the ground. 
You're surrounded and need some space. Press [a> to open the menu (which pauses the action, too). Switch to 
the Senpumaru and close the menu. As soon as you're back to the battle, bit & to launch the Magic Wind attack 
and clear that space. 

: You can also use this tactic when battling 
bosses. Use Magic attacks with one Orb sword 
until it's empty, swap to the next Orb weapon, 
and immediately use its Magic attacks. Keep 
up the pressure, and you'll prevent counter 
attacks. 


Start out witha Aas Thunder Orb attacks until you run out of Magic energy. Switch 
to the Hyoujin-Yari and keep blasting away. That demon falls in no time. 


Using -Friends 


At several different points in the game, one of your friends comes along to 
fight beside you. Although they often miss, they are an enormous asset: they 
cannot be killed. 

They soak up the punishment while they fight with 

Jubei, but they won't fall from a fatal wound. Let them 

take point in a battle to save Jubet's Health as the fight 
continues. 


Let them fight for a moment while you 
catch your breath. 
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WEAPONS 


This chapter provides information on all the weapons that Jubei uses throughout the game. He's got quite a few to 


choose from. You don’t start out with all of them, however. As you progress, you'll find the weapons in Puzzle 


Boxes or in Dragon Shrines. Don't miss any of them. 


NONMAGICAL WEAPONS 


Yagyu Sword 


4 
Description: Jubei's starting melee 
weapon. It does not have a Magic attack, 
Secret Combo, or Charged attack. 


Useful against: You'll face only enemies 
from the Oda Soldier family before you 
get the Buraitou. Against the Odazouhel, 
follow a Thrust attack with a Basic Combo. Against the larger Odahei, use 
an Uppercut to throw them into the air and a Stab to finish them. 


Avoid: Everything but Oda Soldiers. Switch to the Buraitou as soon as 
you receive it. 


Bow & Arrow 


Description: The basic Arrow is one of 

four ranged, nonmagical weapons Jubei 
has at his disposal. It hits a single target 
that is positioned closest to Jubei. When 
equipped, Jubei is unable to block. 


Useful against: Archers and Gyaran. 


Avoid: Everything else. 


Bow & 
“ire Ar row 


Description: Fire Arrows do 
more damage than regular 
arrows. 


Useful against: Save these for 
Nobunaga. They don't do much damage, but they can hit him as he 
hovers above and out of range of the Oni weapons. 


Avoid: It requires a couple shots for these to kill common Genma 
Soldiers, so you can pretty much rule them out of the deadly 
weapons category. 


. 
Ta neg ahs Ima 


Description: An antiquated firearm 
that damages a single enemy. It boasts a 
long delay between successive shots. 
Jubei is unable to block while holding 
the Tanegashima. 


Useful against: Archers, Gyaran, or 
distant enemies. Weaken the big guys with a few bullets, then finish 
them with an Oni weapon once they close the distance. 


Avoid: Equipping it when enemies are nearby, because you will be 
vulnerable to all attacks. Also, don't rely on it to do any real damage; it 
is about equal to the Fire Arrow in terms of power. 


Tri- Ba rre ( 
Gun 


Description: This gun fires three shots 
very quickly. Multiple enemies will be 
damaged only if they are extremely 
close together and near Jubei. You 
cannot block while holding this weapon. 


Useful against: Three or four shots take care of larger enemies. 


Avoid: Close encounters with any ranged weapon, including the 
Tri-Barrel. 


ON! WEAPONS 


. f Buraitou 


Description: The first Oni weapon 
Jubei finds. It's a decent all-around 
weapon. Although it doesn't excel at 
speed, damage, or reach, it is 
indispensable early in the game; but as 
the enemies grow tougher, you'll need 
to rely on more specialized weapons. 


Useful against: The lesser demons in 
the game, namely Oda and Genma 
Soldiers, and Genma Ninjas. 

Its focused Magic attack is a highly 
devastating, single-target attack that 
works well against any foe, regardless 
of size. 


Avoid: Because of its short range and 
average damage, the greater enemies in 
the game tend to interrupt the 
Buraitou's combo attacks with attacks 
of their own. If you employ the 
Buraitou against the big boys, stick to 
the swift Secret Combo Plus and 
remember to block. 


Se npPpumaru 


Description: The attack speed of the 
double-bladed Senpumaru is 
unparalleled, and its Magic attack 
damages all nearby enemies, including 
those perched above Jubei. However, its 
swiftness is balanced by the weakest 
damage output of any of the Oni 
weapons. 


Useful against: Dispatching large 
numbers of lesser demons, especially 
the Genma Soldiers. The Basic Combo 
damages and knocks down multiple 
nearby enemies with the shortest delay 
between successive combos. 


Avoid: Anything larger than 
Baragaidoro, and you are inviting 
trouble. The Senpumaru's weak 
damage rarely interrupts the larger 
demon's attacks, and a weapon that 
won't stun them just makes 

them angry. 
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Dok. outsut 


Description: The pure destructiveness 
of the Dokoutsul is only matched by its 
sluggish attack speed and long delay 
between attacks. The Dokoutsui's 
Magic attack is unequaled in usefulness 
because it is the only ranged attack in 
the game that hits all enemies in the 
room, regardless of their position. 


Useful against: Any demon bigger 
than Jubei and with a relatively short 
reach, including those from the Genma 
Undead and Genma Giants families. It is 
also the best weapon against the 
Genma Robots. 

The Dokoutsui's Secret Combo Plus 
and Charged Attack Plus dominate 
greater enemies with their ability to 
damage, stun, and knock down the 
shambling beasts. 


Avoid: Multiple, quickly attacking 
demons from the Joda and Musaido 
families. These beasts get in quick and hurtful hits while Jubei recovers 
and prepares for another attack. 


t lyou in -~Yari 

¢ 
Description: The long reach of the 
Hyoujin-Yari, coupled with its high 
damage output, makes this spear the 
most useful and efficient weapon in the 
game. Its only flaw is its Magic attack, 
which is only useful against lesser foes 
positioned directly ahead of Jubei. 


Useful against: If used correctly, 
everything. Employ its Crowd Control 
attack against lesser enemies; it knocks 
many of them to the ground. Also, rely 
on its Thrust attack to put down even 
the largest demons quickly while 
keeping Jubei well out of range of their 
long reaches. 


Avoid: Its slower attack speed is a 
problem against the smaller, more agile 
demons, so switch to the Senpumaru to 
take out those. 


nolTrs 


Against larger adversaries, remember this: If you have room to maneuver, 
Stick to the spear's Thrust attack. However, if they get too close, 
immediately switch to the Dokoutsui and execute its Secret Combo Plus. 


Re f. f. a~ Ke A! 


Description: A hard-hitting 
broadsword with a powerful Magic 
attack that damages anything within a 
small radius of Jubei. It has fewer hits 
per combo and a slightly slower attack 
speed than the Buraitou, but its high 
damage output far exceeds that of the lesser sword. 


Useful against: You receive it near the end of the game just in time to 
fight the third incarnation of Ginghamphatts. Use the Secret Combo Plus 
to quickly finish him. The Secret Combo is useful for hitting Nobunaga 
while he hovers over Jubei's head. 


UNDEAD, DEMONS, AND BIOMECHANICAL 
MONSTROSITIES, OH MY! 


There are more than 30 enemies in Onimusha 2, not counting the bosses. However, they are not all completely 


unique. Most enemies belong to a "family’ of like demons that share similar physical attributes, attack styles, and 
weaknesses. Some within the family are stronger and more resilient than their weaker kin, and they may even have 
additional attacks that the others lack. These elite forms pose a bit more of a problem for Jubei, but fortunately, 
within a particular family, the weakness of one ts the weakness of all. 


We've organized the enemies (except bosses) that Jubet encounters by family and by relative streneth. As you come 
oO ) } Y 3S } 


Across new enemies, refer back bere for everything you need to know to finish them with little, if any, loss of health. 


Oda Soldiers 


The Oda Soldier family is the weakest in the game. Their attacks are sluggish and 
inflict minimal damage. You engage the majority of them before you obtain your 
first Oni weapon, so they fall fast and easy under any weapon. 

The one exception is the gray-armored Odahei Sineitai. This overachiever is 
actually a rather adept blocker and speedy attacker. He must have been adopted. 


Odazouhei 
(Oda Soldier —Common ) 


Vitality 


Easy Mode: 310 

Normal Mode: 310-380 

Hard Mode: 520 

Attacks Damage 
Name Blockable Easy/Normal/Hard 
Upper-Level Cut Yes 82.5/110/154 
Rising Cut Yes 90/120/168 
Side Cut Yes 82.5/110/154 
Running Cut Yes 97.5/130/182 
Reverse Body Cut Yes 75/100/140 
Tactics 


Odazouhei are the first enemy you encounter. They are slow and hesitant to 
attack. Their Cut attacks are blockable, and a short windup lets you know they 
are coming. 

It doesn't take much to finish them, even with the Yagyu. Tapping the 
Attack button continuously executes the Yagyu's Basic Combo, knocking 
Odazouhei down after the fourth hit. You can then Stab the fallen soldier, or wait 
for him to regain his feet before dealing the killing blow. The other benefit of the 
Basic Combo is its ability to engage and damage nearby enemies in addition to 


the primary target. 
S 
nos 


While fighting, don't forget to block the Odazouhei's 
sluggish attacks. You must master the art of blocking 
before you encounter stronger enemies. 


I" 
i 
ia 


3 
at 


If you want to finish Odazouhei quickly, 
§ follow a Thrust with a Basic Combo. It's a 
sure kill with the Buraitou, and it's 


‘ devastating with the Yagyu. 


Odahei 
(Samurai General) 


Vitality 


Easy Mode: 450 

Normal Mode: 480—530 

Hard Mode: 620 

Attacks Damage 
Name Blockable Easy/Normal/Hard 
Upper-Level Cut Yes 60/80/112 
Rising Cut Yes 45/60/84 
Side Cut Yes 67.5/90/126 
Reverse Body Cut Yes 75/100/140 
Draw and Slash Yes 135/180/252 
Tactics 


The generals are more dangerous than their soldier counterparts; they take more 
damage and are steadier on their feet. However, their attacks are relatively slow 
and easy to read, so you can easily block them. 

The Basic Combo is the easiest way to put them down. Unlike the 
Odazouhei, the Odahei don't fall after the fourth hit, so continue to attack until 
they are dead. Try opening with a Thrust to finish them faster. 


Pe"B To quickly destroy P=" Executing a Stab 
‘ TT | the red-armored | is time-consuming 
| «nq § demons (especially if =r and leaves you 
fT} you use the Yagyu), ti open to enemy 
Pp) | throw them into the >) §) attack. Use it only 
=) Hf air with an Uppercut, 3 & when you are out 
== then Stab them right of harm's way. 
after they land. 


Odahei Sineitai 
(Elite Soldier) 


Vitality 
Easy Mode: 480 

Normal Mode: 680-710 
Hard Mode: 880 


Attacks 
Name 
Upper-Level Cut 


Damage 
Easy/Normal/Hard 
127.5/170/238 


Blockable 
Yes 


Rising Cut Yes 105/140/196 
Side Cut Yes 105/140/196 
Reverse Body Cut Yes 120/160/224 
Combo Cut (1st Level) Yes 82.5/110/154 
Combo Cut (2nd Level) Yes 67.5/90/126 
Jump In Cut Yes 150/200/280 
Tactics 


The gray-armored samurai are incredibly apt blockers. They block Basic and 
Secret Combos unless you use the Dokoutsui. 

Stick to lunging with the Hyoujin-Yari or smashing with the Dokoutsui's 
Basic or Secret Combo. The Uppercut knocks them down, but if you don't 
immediately hit them with another attack, you'll need to finish them with a Stab 
or wait for them to get up. 

If you use the Buraitou, the Overhead attack knocks them down (if it's not 
blocked). Finish them with a Stab. 


ors 


The Hyoujin-Yari's Thrust impales multiple nearby 
enemies, and the Uppercut throws more than 
one enemy into the air. 


Odahei Yumi 
(Odahei Soldier—Archer) 


Vitality 


Easy Mode: 160 

Normal Mode: 220 

Hard Mode: 450 

Attacks Damage 
Name Blockable Easy/Normal/Hard 
Upper-Level Cut Yes 82.5/110/154 
Rising Cut Yes 90/120/168 
Side Cut_ Yes 82.5/110/154 
Running Yes 97.5/130/182 
Reverse Body Cut Yes 75/100/140 
Bow Shot Yes 82.5/110/154 
Tactics 


Odahei Yumi arrows are more annoying than threatening. They hit for minimal 
damage, but they interrupt your attacks, which becomes frustrating. Block the 
arrows and answer back with one of your own. 

An Odahei will drop his bow and pull a sword when approached. It doesn't 
help him much. Dispatch him with a couple shots from whatever weapon you 
have equipped. 


Genma Soldiers 


Don't let the Genma Soldier family's appearance scare you. The alligator-like 
fiends are uglier than the Oda, but you can dispatch them almost as easily. 

Like the Oda, they usually attack in numbers, so knock one down, then 
move on to the next 


Jaido 


Vitality 
Easy Mode: 350 
Normal Mode: 390-430 
Hard Mode: 580 


Attacks Damage 
Name Blockable Easy/Normal/Hard 


Thrust _ Yes 105/140/196 


Reverse Body Cut Yes 97.5/130/182 
| Gale Edge Combo Yes _ 60 (perhit)/80 (per hit)/112 (per hit) 
| Bite Yes 91/120/168 
| Tactics 


Jaido's movement rate and attack speed are slow, and all their attacks are 
blockable. 

Use the Buraitou's or Senpumaru's Basic Combo Cut to cut through these 
overgrown suitcases. Notice that Jaido stagger before falling to the ground. It is 
vulnerable while in this stunned state, so attack relentlessly until it is destroyed. 
= 
BY) | Knocking down Jaido by using a Crowd Control 

A ff or Uppercut is inefficient; use it only to gain 
iJ § breathing room. Stick to Combos or Thrusts, and 
4p 4 don't give them a chance to fall. 


Sate 


Once you obtain both Buraitou and Hyoujin-Yari, choose 
either weapon to annihilate these nuisances. Each 
weapon's Basic Combo is highly effective, but the 

Buraitou does more damage to nearby creatures 
throughout the combo, and the Hyoujin-Yari's 
fourth hit knocks down alLnearby Jaido that the 


Hujaido 


Vitality 


| Easy Mode: 100 
Normal Mode: 190 
Hard Mode: 360 
Attacks Damage 
Name Blockable Easy/Normal/Hard 
Bow Shot Yes 105/140/196 
Tactics 


These scaly snipers go down after a couple hits from anything. However, they 
always perch up high, out of your melee weapons' reach. Block or evade their 
arrows and hit back with a ranged attack of your own. You can waste an arrow 
on them, or you can hit them with the Senpumaru's or Dokoutsui's Magic attack. 


pra 
| fp A ) Consider ignoring snipers that sit out of melee 
Tl § range. You can easily kill them with an arrow, a 
Li! § bullet, or with Magic attacks, but this is a waste 
§ of resources. 
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Easy Mode: 480 


Hard Mode: 850 

Name Blockable Easy/ /Hard 
Thrust Yes 165/220/308 

Reverse Body Cut Yes 150/200/280 

Gale Edge Combo Yes 75 (perhit)/ /140 (per hit) 
Bite Yes 120/160/224 

Side Cut Yes 127.5/1 70/238 

Jump Cut Yes 135/180/252 


By the time you start fighting large groups of Bajaido, you'll have received the 
Senpumaru. Equip it and tap the Attack button continuously to perform the Basic 
Combo. Utilizing the Senpumaru's swift attacks, you can take on five or more 
Bajaido while sustaining only light and infrequent damage. 

Avoid using the Senpumaru's Secret Combo Plus against the hordes of 
Bajaido. The delay between successive Secret Combos is longer than the delay 


between Basic Combos. 
— 
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Although fast, the Buraitou has a longer delay between 
Basic Combos than the Senpumaru. The longer delay 
gives large groups of enemies a better chance of 
hitting Jubei. Therefore, stick to the Senpumaru when 
taking on multiple foes. 


Easy Mode: 230 


Hard Mode: 560 
Name Blockable Easy/| /Hard 
Bow Shot Yes 105/140/196 


The red-skinned Hubajaido boasts more vitality than his green-skinned fellow 
archer, but you won't notice; two hits will finish this one, too. 


The Genma Ninja are agile and evasive. They move like Jackie Chan and can hit 
almost as hard. Luckily, they can't take the beating that Jackie can. Strike fast and 
make them wish they had stunt doubles. ; 


Easy Mode: 350 


Hard Mode: 660 

Name Blockable Easy/ /dard 
Dagger Fight Yes 105/140/196 

Dash Attack Yes 112.5/150/210 

Jumping Attack Yes 120/160/224 

Revolving Cut Combo Yes 75 (perhit)/ /140 (per hit) 


Musaido are quick, and their attack speed is the fastest that you have faced so 
far. Cut through multiple doll-faced demons with four or five successive hits from 
the Buraitou, or follow a Thrust with a Basic Combo to make short work of them. 

Avoid the Dokoutsui because the nimble Musaido can evade its slower 
attacks. 


Easy Mode: 390 


Hard Mode: 780 

Name Blockable Easy/! /Hard 

Nail Attack Yes 105/140/196 

Dash Attack Yes 112.5/150/210 

Jumping Attack Yes 120/160/224 
Revolving Cut Combo Yes 52.5 (perhit)/ /98 (per hit) 
Poison Gas No 75/100/140 

Nail Throw Knife Yes 90/120/168 


Handle Joda just like you handle Musaido, but beware of their Poison Gas attack; 
it's unblockable and lingers in the air for a short duration. Joda also throw a 
blockable knife that does minimal damage. 


Giramusaido 


Vitality 


Easy Mode: 560 

Normal Mode: 780-850 

Hard Mode: 1,080 

Attacks Damage 

Name Blockable /Normal/Hard 

Dagger Fight Yes 157.5/210/315 

Dash Attack Yes 187.5/250/375 

Jumping Attack Yes 195/260/390 Risse 
Revolving Cut Combo Yes 97.5 (perhit)/130 (per hit)/195 (per hit) 
Face Slap 5-Part Combo Yes 37.5 (perhit)/50 (per hit)/75 (per hit) 
Tactics 


Giramusaido are a bit faster than their pale-skinned brothers and hit for more 
damage. However, all of its attacks are blockable, and now that you have the 
Hyoujin-Yari, you can make quick work of this baby-faced trickster. The Basic 
Combo will suffice, but the Secret Combo Plus is more efficient. 


Girajoda 


Vitality 


Easy Mode: 710 

Normal Mode: 950—1,050 

Hard Mode: 1,280 

Attacks Damage 

Name Blockable —_—Easy/Normal/Hard 

Nail Attack Yes 172.5/230/345 

Dash Attack Yes 210/280/420 

Jumping Attack Yes 195/260/390 
Revolving Cut Combo Yes 97.5 (per hit)/ 130 (per hit)/195 (per hit) 
Thrust Stab 3-Part Combo Yes _ 60 (perhit)/80 (per hit)/120 (per hit) 
Poison Gas No 135/180/270 

Nail Throw Knife Yes 127.5/170/255 

Face Slap 5-Part Combo Yes 45 (per hit)/60 (per hit)/90 (per hit) 
Tactics 


Like Giramusaido, Girajoda add fast combos to their lesser incarnation's arsenal. 
Handle them with any weapon, but if faced with multiple enemies, pick a faster 
weapon and avoid being backed into a corner. 


nolrs 


Blocking has two effects that happen simultaneously. 
First, Jubei is pushed back a distance, depending on the 
strength of the blow (if you are backed into a corner, 
however, you will not be pushed back). Second, his guard 
momentarily drops due to the force of the blow, leaving 
him vulnerable. Being pushed back puts some distance 
between Jubei and his attacker, so further attacks may not 
connect. When facing multiple attackers— especially ones 
as swift as Girajoda—stick to open ground, where you 
have the best chance of defending against quick and 
relentless hits. 


Genma Undead 


The Genma Undead are powerful, hard-hitting adversaries. If you are not hitting 
them, you better be blocking. Like typical reanimated corpses, however, they 
move slowly and can easily be evaded. 


Gaidoro 


Vitality 
Easy Mode: 760 

Normal Mode: 900—1,040 
Hard Mode: 1,280 


Attacks Damage 
Name Blockable Easy/Normal/Hard 
Vertical Cut Yes —__119/170/246.5 
Rising Cut Yes 119/170/246.5 
Vertical Cut from Rising Cut No 112/160/232 
Side Cut Yes 112/160/232 
Side Cut (2nd Level) Yes 91/130/188.5 
Tactics 


Unlike the previous demons you faced, Gaidoro aren't pushovers. A Basic Combo 
damages them, but relying on that elementary attack quickly gets you killed, 
because Gaidoro interrupt long combos with powerful hits of their own. 
Furthermore, neither the Uppercut nor the Hyoujin-Yari's Crowd Control attack 
knocks them down. 

To efficiently dispatch Gaidoro, hit them with Hyoujin-Yari's Secret Combo 
Plus. The hits stun and knock them back, rendering the creatures unable to strike 
back. To finish it, hit it again as it falls. 

If you have trouble executing successive Secret Combos, equip the 
Buraitou, block its powerful blows, and respond with an Overhead Slash. Repeat 
until you destroy the skeletal demon. | 


Baragaidoro 


Vitality 
Easy Mode: 1,100 
Normal Mode: 1,480—1,590 


Hard Mode: 1,900 Qj 
Attacks Damage 
Name Blockable Easy/Normal/Hard 
Thrust Yes 245/350/525 
Vertical Cut Yes 175/250/375 

| Rising Cut Yes 182/260/377 
Vertical Cut from Rising Cut Yes 161/230/345 
Side Cut Yes 154/220/330 
Side Cut (2nd Level) Yes 140/200/300 


Tactics 
Baragaidoro adds a fast, though blockable, hard-hitting Thrust attack to the mix. 
Be ready to press the Block button, even while you're on the offensive. 


Vitality 


Easy Mode: 880 

Normal Mode: 1,150—1,250 

Hard Mode: 1,580 

Attacks 

Name 

One-Handed Vertical Cut ___196/280/406 ane 
Right Sweeping Cut Yes 140/200/290 

Left Rising Cut Yes —_147/210/304.5_ 

Right Rising Cut Westie y= 101/230/800 sea 
Thrust Yes 182/260/377_ 
Grab and Rise No 112/160/232 
Swing Around Yes 119/170/246.5 
Two-Handed Vertical Cut Yes 189/270/391.5 
Tactics 


Zedan should have bought a smaller sword at the underworld armory. Block 
their slow haymakers and hit them with a few Thrusts from Hyoujin-Yari or a 
couple blows from Dokoutsui. Hyoujin-Yari's Secret Combo Plus is also effective. 


Barazedan 


Vitality 

Easy Mode: 1,200 

Normal Mode: 1,480—1,610 

Hard Mode: 2,000 

Attacks 

Name Blockable Easy/Normal/Hard 
One-Handed Vertical Cut Yes 294/420/630 
Side Sweeping Combo Attack _Yes 126/180/270 

Right Sweeping Cut Yes 196/280/420 

Left Rising Cut_ Yes 189/270/405 é 
Right Rising Cut Yes 224/320/480 

Thrust Yes 266/380/570 

Grab and Rise f No 154/220/330 

Swing Around : Yes 168/240/360 
Two-Handed Vertical Cut Yes 322/460/690 
Tactics 


Handle Barazedan like you handled the rest of the Genma Undead—with some 
blows from Hyoujin-Yari or Dokoutsui. 


Genma Giants 
The Genma Giants are big, strong, slow, and ugly—the inevitable outcome of 
generations of demon inbreeding. They wield a large log as a weapon, and they 
wield it well. 

Utilize the long reach of the Hyoujin-Yari or the power of the Dokoutsui to 
banish these big boys. 


Vitality 


Easy Mode: 880 

Normal Mode: 1,110—1,180 

Hard Mode: 1,480 

Attacks 

Name Blockable Easy/Normal/Hard 

Pound (Small) Yes 119/170/246.5 

Pound (Large) Yes 175/250/362.5 

Thrust Yes 161/230/33.5 

Thrust Up (Thrust) Yes 56/80/116 E 
Thrust Up (Rising) Yes 105/150/217.5 

Side Sweep Yes 168/240/348 

Thrust 4-Part Combo (ist-3rd Level) Yes 35/50/72.5 

Thrust 4-Part Combo (4th Level) Yes 105/150/217.5 

Jump Kick Yes 84/120/174 
Revolving Jump Yes 49/70/101.5 

Tactics 


The log-toting Gozare are big and strong but incredibly slow. All their attacks are 
blockable, so don't fear these demons. 

Avoid the Basic Combo with Buraitou and Hyoujin-Yari, because Gozare 
will counterattack and hurt Jubei badly. The Dokoutsui is ideal against these 
giants, but until you get it, stick to Hyoujin-Yari's Thrust attack. It interrupts 
Gozare attacks and knocks them down. Follow with a few more Thrusts to finish 
the lumbering hulks off. 

Ifyou use the Buraitou, repeat the Secret Combo Plus until they perish. 


F=="B Although Hyoujin-Yari's Thrust attack is sufficient 
fi 4A | to quickly finish off Gozare, try charging Buraitou 
Tl § to Level 3 and hitting them with the Charged 
| | Combo. It does immense damage, stuns them, and 
may even knock them down. 

Note however, that because of the time required 
to charge Jubei's weapon, it is ill advised to use 
this attack on anything but the slowest creatures. 
For that reason, it works well against the 
sluggish Gozare. 


Baigozare 


Vitality 
Easy Mode: 1,100 
Normal Mode: 1,580—1,680 
Hard Mode: 2,000 


Attacks 

Name Blockable Easy/Normal/Hard 
Pound (Small) Yes 133/190/285 
Pound (Large) Yes 210/300/450 
Thrust Yes 196/280/420 
Thrust Up (Thrust) Yes 77/110/165 
Thrust Up (Rising) Yes 126/180/270 
Side Sweep Yes 203/290/435 
Thrust 4-Part Combo (1st-3rd Level) Yes 35/50/75 
Thrust 4-Part Combo (4th Level) Yes 126/180/270 
Jump Kick Yes 105/150/225 
Revolving Jump Yes 56/80/120 
Grab (While Lifting) No 35/50/75 
Grab (While Hitting with Club) No 224/320/480 


Tactics 
The big brothers of Gozare don't take kindly to Jubei blocking their attacks. Their 
combos knock away Jubei's weapon and then strike the defenseless samurai hard. If 
a Baigozare gets in close and Jubei attempts to block, the behemoth grabs Jubei by 
the neck and strangles him. Break his hold with quick, successive button presses. 
Initiate the attack with Dokoutsui's Secret Combo and remember to add the 
extra smash by hitting the Attack button as soon as the hammer strikes the ground. 
Hyoujin-Yari's Thrust works very well, as does the Secret Combo. 
However, use caution when using the Secret Combo, because Baigozare can 
interrupt the combo up until the last hit, which stuns them. 


Raigozare 


Vitality 

Easy Mode: 1,400 

Normal Mode: 2,000 

Hard Mode: 2,800 

Attacks 

Name Blockable /Normal/Hard 
Pound (Small) Yes 182/260/390 
Pound (Large) Yes 294/420/630 
Thrust Yes 280/400/600 
Thrust Up (Thrust) Yes 126/180/270 
Thrust Up (Rising) Yes 175/250/375 
Side Sweep Yes 322/460/690 
Thrust 4-Part Combo (1st-3rd Level) Yes 56/80/120 
Thrust 4-Part Combo (4th Level) Yes 168/240/360 
Jump Kick Yes 154/220/330 
Revolving Jump _ Yes 112/160/240 
Grab (While Lifting) No 49/70/105 
Grab (While Hitting with Club) No 308/440/660 
Back Thrust Yes 161/230/345 
Back Fling Around Yes __196/280/420 


Tactics 
The tusked Raigozare has the quickest attack speed of the three Gozare brothers. 
Ithas elaborate combos with up to four parts, which, if landed, will give even 
Jubel's unborn descendants concussions. 

Hit Raigozare continuously with Thrusts from Hyoujin-Yari's so they don't 
have a chance to counterattack. The Dokoutsui also works well, but you have a 
good chance of being hit while Jubei winds up. 


Genma Biomechanical 

The metallic pests that make up the Genma Biomechanical family tend to win 
battles through attrition. Alone, they pose no problem. But in numbers, they 
quickly wear down Jubei's defenses. Quickly take them out before too many 
spawn. 


Hyukane 


Vitality 


Easy Mode: 200 

Normal Mode: 370-440 

Hard Mode: 560 

Attacks Damage 
Name Blockable Easy/Normal/Hard 
Low-Altitude Revolving Attack Yes 31/30/42 
Divebomb Body Blow Yes 77/110/154 
Revolving Body Blow Yes 84/120/168 
Airborne Revolving Attack Yes 21/30/42 
Appears Out of Ground Yes 21/30/42 
Tactics 


To destroy these mechanical annoyances, hit the glowing core beneath their 
metallic exoskeleton. The easiest way to expose the core is to kick the overgrown 
gnat. It will be knocked back and down, helpless to defend against the Stab or 
combo that follows. 

If kicking is not your style, the fourth hit in any Basic or Secret Combo 
exposes the machine's core. Follow with another combo to finish the job. 

When you get Dokoutsui, play whack-a-mole with Hyukane and flatten the 
glorified soda can. 


primagarmes.com 


| Normal Mode: 840-900 
| Hard Mode: 1,100 


| Vitality 


} Charge Hyoujin-Yari or Buraitou to Level 2 and let 
LL jj loose a devastating Uppercut that will almost 
| always destroy a Hyukane, even if its core is not 
exposed. If your weapon is upgraded to Level 3, 
| the Uppercut is a guaranteed kill. 


Derahyukane 


Vitality 
Easy Mode: 600 


Attacks 
Name 


Low-Altitude Revolving Attack Yes —_56/80/120 
Spring Out of Ground Yes ___ 168/240/360 
Divebomb Body Blow Yes 175/250/375 
Genma Bullet Yes 210/300/450 
Revolving Body Blow Yes 175/250/375 
Dolphin Body Blow Yes 112/160/240 
Airborne Revolving Attack Yes 84/120/180 
Appears Out of Ground Yes 70/100/150 
Tactics 


The purple-cored machines possess a ranged projectile attack that their green- 
cored brethren lack. Block it and smash away with Dokoutsui, or use successive 
Combos with your weapon of choice. 


The Hyukane family is the easiest to perform Flash 
) WD § attacks against. Wait until they take flight, and 
© right when they are about to slice Jubei, perform 
an attack. Once you have the timing down, you'll 
\ § execute it every time. 
Nt 


Dorahyukane 


Easy Mode: 400 

Normal Mode: 580-670 

Hard Mode: 780 

Attacks Damage 
Name Blockable Easy/Normal/Hard 
Low-Altitude Revolving Attack Yes 35/50/72.5 
Spring Out of Ground Yes 105/150/217.5 
Divebomb Body Blow Yes 105/150/217.5 
Genma Bullet Yes 154/220/319 
Revolving Body Blow Yes 112/160/232 
Airborne Revolving Attack Yes 35/50/72.5 
Appears Out of Ground Yes 35/50/72.5 
Tactics 


By the time you meet these guys, Buraitou and/or Hyoujin-Yari should be fully 
upgraded. Charge either weapon up to Level 2 and unleash an Uppercut on the 
armored pests to put them down with one shot. 

The blue-cored variety fire a projectile that, if blocked, is deflected back at 
the shooter. They also disappear beneath the ground and attempt to gore Jubei as 
they reemerge. Look for the dust trails to anticipate their exit. 


§) When a Hyukane is flying at you, its core is 
exposed. Hit it with a Thrust from your Hyoujin- 
Pi Yari to permanently ground it. 
ce 


Genma Aquatic 

The overgrown tadpoles that compose the Aquatic family won't trouble you 
much, because they make a limited number of appearances. However, they 
possess one of the few frequently used range attacks in the game, so you need to 
know what you're in for. 


Battobone 


Vitality 


Easy Mode: 600 

Normal Mode: 810-880 

Hard Mode: 1,100 

Attacks Damage 
Name Blockable Easy/Normal/Hard 
Scratch Yes 112/160/232 
Thrust Stab Yes 119/170/246.5 
Emit Water Yes 91/130/188.5 
Body Blow Yes 147/210/304.5 


Waterbomb (Launched at Appearance) Yes 112/160/232 

Tactics 

These large amphibians travel quickly through water and often use their ranged 
Emit Water attack. Continue blocking this attack until it dissipates, then hit them 
with a Thrust from Hyoujin-Yari. Any weapon suffices against the soft-skinned 
tadpoles, but the spear's long-range attacks do especially well. 


Battoyaika 


Vitality 


Easy Mode: 50 

Normal Mode: 200 

Hard Mode: 280 

Attacks Damage 

Name Blockable Easy/Normal/Hard 
Waterbomb Yes 90/120/168 

Bite _Yes 30 (each bite)/40 (each bite)/56 (each bite) 
Body Blow Yes 52.5/70/98 

Tactics 


The Battoyaika is in many ways more trouble than its larger parent. Their size 
allows them to submerge in shallow water, reappear at a safe distance, and 
unleash their Waterbomb. Unlike the Battobone's Emit Water attack, which 
has limited distance, the Battoyaiks' attack is a projectile that continues until 
it hits an object. Jubei must block the projectile, evade it, or strike it with a 
weapon to deflect it. 

Again, Hyoujin-Yari's long reach makes it the preferred weapon against 
these scaly creatures, and its Thrust attack finishes them in one hit. 

If you choose any of the other weapons, Battoyaika tends to evade and 
latch onto Jubei's arm, doing damage and preventing him from attacking or 
defending. 


Genma Demons 
The Genma Demons are a misfit trio; they comprise three piglike incarnations 
that differ greatly in strength and toughness. 


Bazuu 


Vitality 
Easy Mode: 280 
Normal Mode: 380—420 
Hard Mode: 540 


Attacks Damage 

Name Blockable _ Easy/Normal/Hard 
Revolving Body Blow Yes 30/40/56 $a 
Bite Yes 90/120/168 

Hatchet Vertical Swing Yes 97.5/130/182 

Hatchet Side Swing Yes 105/140/196 

Bite from Hatchet Swing Yes 75/100/140 

Hatchet Swing 3-Part Combo (IstLevel) Yes 45/60/84 

Hatchet Swing 3-Part Combo (2nd Level) Yes 45/60/84 

Hatchet Swing 3-Part Combo (3rd Level) Yes 82.5/110/154 


Tactics 
These spiny demons can morph into a ball and roll into Jubei, causing consid- 
erable damage if not blocked. Hold down the Block button until they finish their 
lengthy attack. 

Equip the Hyoujin-Yari and use the Basic Combo to make short work of 
them. The fourth hit kills or knocks down any that weren't beaten by the first 
three hits. If their numbers are overwhelming, open your attack with the spear's 


Crowd Control. 
—" 
nors 


The Hyoujin-Yari's Basic Combo interrupts the Bazuu's 
roll, rendering their most powerful attack ineffective. 
Furthermore, the spear's Thrust is a one-shot kill if 
upgraded to the max. 


Because their roll attack is fast and highly 
damaging, turn up the volume on your television 
' |) © so you can hear their approach, even from 
> | offscreen. Doing so gives you enough time to hit 
PP } the Block button or perform a preemptive strike. 
Be 


Oowassha 


Vitality 
Easy Mode: 1,080 

Normal Mode: 1,480—1,590 
Hard Mode: 1,880 


Attacks Damage 
Name Blockable Easy/Normal/Hard 
Two-Handed Downstroke Yes _168/240/348 
Side Swing Yes 154/220/319 
One-Handed Downstroke Yes 196/280/406 
Thrust Flight Yes 161/230/333.5 
Over-Shoulder Downstroke Yes 210/300/435 
One-Handed Belt Throw Yes 224/320/464 
Revolving Downstroke Yes 252/360/522 
Back Side Swing Around Yes 168/240/348 


Tactics 

These guys won't go down easy, and their hits hurt. Their attacks are blockable, 
but they knock Jubei's guard down. Thrusts or Secret Combos from Hyoujin-Yari 
quickly put Oowassha down. The Dokoutsui works as well, but refrain from 
using it if other foes are nearby. 


Easy Mode: 3,000 


Hard Mode: 7,000 


Name Blockable Easy/' /Hard / 
Two-Handed Downstroke No 168/240/348 
Side Swing No 154/220/319 
One-Handed Downstroke No 196/280/406 | 
Thrust Flight No 161/230/333.5 i 
Over-Shoulder Downstroke No 210/300/435 / 
One-Handed Belt Throw No 224/320/464 
Revolving Downstroke No 252/360/522 
Back Side Swing Around No 168/240/348 


For a demon that's not considered a boss, this thing does some damage. He has 
along reach, and his attacks are both devastating and unblockable. However, he 
has the same vulnerabilities as Oowassha and Gozare; namely, Dokoutsui's 
Secret Combo Plus and Hyoujin-Yari's Thrust. 


| Inarealm of incarnated demons, giant pigs, and projectile-vomiting fish, the 

| Genma Robots are an oddity. The walking garages amble around methodically, 

| but they pack an incredibly powerful punch. To fight these mechanical tool sheds, 
hit them hard, fast, and relentlessly. If you give them time to attack, they finish 
you in no time. 


Easy Mode: 1,400 


Hard Mode: 2,800 


Name Blockable Easy/ /Hard 
Bomb No 126/180/252 

| One-Two Straight Punch Combo Yes 77 (perhit)/ /154 (per hit) 

| Right Straight Punch Yes 147/210/294 

| Left Straight Punch Yes 133/190/266 
Double Straight Punch Yes 175/250/350 
Double Hammer Yes 161/230/322 
Right Back Upper Yes 147/210/294 
Left Back Upper Yes 126/180/252 
Rocket Punch Yes 105/150/210 

| Emit Flame No 63/90/126 
Chainsaw Attack Yes 189/270/378 

| Grapple Attack No 154/220/308 
Rage Revolving Punch Yes 70/100/140 
Mega-Ton Press Yes 245/350/490 


| Easy Mode: 2,000 


| These lumbering boxes with their flamethrowers, projectile hands, grappling 
| hooks, and cargo stomachs that open to reveal Bajaido would be a problem if it 
weren't for your gigantic hammer. Hit them continuously with Dokoutsui's Basic 
Combo or Secret Combo Plus, and they won't be able to execute an attack. Use a 
different weapon, and you'll be the one in a box! 

Ifthe machine takes flight, dodge the bombs it drops and stay out of its 
shadow; it attempts to crush Jubei as it descends. 


| Hard Mode: 4,000 

| Aa) 

| Name Blockable Easy/' /Hard 

| Bomb No 126/180/270 
One-Two Straight Punch Combo Yes 77 (perhit)/ /165 (per hit) 

| Right Straight Punch Yes 147/210/294 

| Left Straight Punch Yes 133/190/285 
Double Straight Punch Yes 175/250/375 
Double Hammer Yes 161/230/345 
Right Back Upper Yes 147/210/315 

| Left Back Upper Yes 126/180/270 

} Rocket Punch Yes 105/150/225 

| Emit Flame No 63/90/135 

| Chainsaw Attack Yes 189/270/405 
Grapple Attack No 154/220/330 

| Rage Revolving Punch Yes 70/100/150 

| Mega-Ton Press No 245/350/525 


The green variety has no new attacks in store for Jubei, but it does considerably 
| more damage than the base model. Therefore, it is imperative that you destroy 
| these without hesitation. Charge the Dokoutsui to the 3rd Level to quickly take 
| these out. 


Genma Organism 
The good news is that Genma Organisms don't move around. The bad news is 
that they don't have to. They attack at range by sending out floating spores and 
underground appendages. 

When you get in close, multiple arms with scorpionlike stingers attempt to 
gouge Jubei. Hit swiftly with a bladed weapon to cut through their soft exterior. 


Gerohone 


Vitality 


Easy Mode: 1,600 

Normal Mode: 2,200 

Hard Mode: 3,000 

Attacks Damage 
Name Blockable /Normal/Hard 
Thrust Stab Yes _ 140/200/280 
Mow Down Yes 126/180/252 
Pound Yes" 147/210/294 
Poison Bomb No 49/70/98 
Ground Thrust Stab Yes 105/150/210 
Tactics 


Gerohone and Gerogone are stationary, tentacled organisms that usually block a 
passageway or important device. They have two types of ranged attack: spores 
and subterranean tentacles. 

The spores explode when hit or when they come within close proximity to 
Jubei. The noxious gas released from the shattered spores is similar to the Joda's 
Poison Gas attack. It cannot be blocked, but it does only minimal damage. 

The subterranean tentacles explode from the earth and sting Jubei, causing | 
moderate damage. When you see a cloud of dust rise from the ground, hit the 
Block button to deflect the imminent attack. 

When you encounter one of these membranous masses, get in close and 
continuously perform any of the bladed weapons’ Secret Combo Plus attacks. 
You will destroy it in short order. 


Gerogone 


Vitality 


Easy Mode: 2,000 

Normal Mode: 2,800 

Hard Mode: 3,500 

Attacks 

Name 

Thrust Stab 161/230/345 __ 
Mow Down 147/210/315 
Pound 175/250/375 
Poison Bomb eNO 70/100/150 
Grab Thrust Stab No 168/240/368 
Ground Thrust Stab Yes 133/190/285 
Tactics 


Use Hyoujin-Yari and stay a few steps away from Gerogone's grasp. Unlike 
Gerohone, the brown variety has a Grab attack that cannot be blocked. 


Magic Bug 

The bloated flying bugs have no 
attacks and are only encountered 
briefly in the game. They weave the 
illusion of multiple paths to confuse 
Jubel in hope of making him 
wander endlessly in a misty forest. 


Tactics 
You can't target these creatures, so use the Buraitou's Overhead attack or the 
Hyoujin-Yari's Magic attack to take them out. 


Other 


The poor souls under this category don't fit into any other family, so they are left 
to wander the Earth for eternity. 


Gyaran 


Vitality 

Easy Mode: 50 

Normal Mode: 180 

Hard Mode: 240 

Attacks Damage 
Name Blockable Easy/Normal/Hard 
Bite (Oni Power Absorb) No Lose Magic Energy 
Body Blow Yes 75/100/140 
Tactics 


These hovering orbs are more annoying than threatening. They can grab you, 
making it impossible for you to attack, and they steal any Souls you release from 
destroying demons. 

They tend to hover just above Jubei, so hitting them can be a pain. Use the 
Buraitou's Overhead attack, or, if there are other baddies around, the fourth part 
of the Basic Combo is also an Overhead slash. If you're impatient, employ the 
Bow and Arrow to take care of them from a distance. 


OTS 


The Gyaran disappear if not attacked, taking all the stolen 
souls with it. Therefore, make it a priority to dispatch 
these hastily. As a last resort, use the Senpumaru's Magic 
attack to take them out. 


IfJubei is caught within Beibei's grasp, 
his health slowly decreases. 


Tactics 
Beibei is more of a trap than an enemy, but it still requires a bit of finesse to 
disintegrate. Its six legs envelop Jubei if he wanders too closely, so stay back a bit 
and hit it with Hyoujin-Yari. 

It also causes a vacuum to pull in Jubei, so if you are caught, quickly tap all 
the buttons to break free. 


Bosses 


You will encounter several bosses throughout the course of the game, and 
although we have omitted any mention of them here, we reveal all you need to 
know at the appropriate time in the walkthrough section. 


REGULAR ITEMS 


Whicre to fi saz Item $ 


There are several ways to acquire Items in Onimusha 2. Sometimes they're lying around and 
are easy to see, and sometimes they aren't so obvious. Books and documents are 
often surrounded by other clutter that you can't pick up. 


Objects are often inside lacquered boxes, 
which are easy to see and open. They contain 
Medicine, Herbs, Gift Items, Keys, and other 
helpful things. 


These boxes are usually visible. Walk up 
to them and press X to open them. 


Puzzle Boxes, which require you to solve a tile trick before you can open them, 

also hold objects that you need. These boxes bold more valuable Items, like Power Jewels. 
There are more difficult ways to get Items, too. 

a Sometimes you must complete a task in order to receive an 


Item that is necessary to progress. You also can find Items by 
destroying wooden crates, stone ornaments, or wall hangings. Look for things 
that are more vividly colored or that look more three-dimensional than the rest 


of a room. 


power to figure out. It's worth the 
trouble, though, to get the 
important loot they hold. 


Cut the tapestry to reveal a nook. Smash that wooden barrel with a sword stroke. 


Keep your eyes open for such objects. Aa (0) T = 


Many Items, such as the 
How to Use Items Sacred Flute, can't be used 


unless you're at the right 
place and time. Stand in 
exactly the right place to 


In order to use most Items in Onimusha 2, you need to activate them. For instance, 
when you acquire a new Necklace, you must Equip it. To use an Item, press fa , 


then % to get to the Item list, then use the Directional buttons to scroll to the Item use Items that go 
you want to activate. Press X to select and confirm the use. You should be automat- somewhere specific, such 
ically returned to the game. as the Bronze Mask pieces. 


Boks an d Doc ume nt Ss 


Recenty my Lord has become extremely busy wth 


Throughout your travels, many documents- | menaging iscineanaie istang hana nonts. vistng 
a tre worteid ala Raia Oven! ana coo 

memos, books, and maps—give you clues «| tower of Gi abe) Site | amp 

about what the demons are doing and how 

to thwart their plans. Some make sense ppp te ap one ll 


immediately, and some take longer to 
= Tokicturo Kinoshita 


understand. 


Tokichiro leaves behind memos. He's 
primagames.com keeping the demons organized. attractively bound. 


The collection of these books is not necessary to complete the game. However, 
reading the documents gives you important clues as to where to go next or what 
to do when you get there. 

Examine each written log you find. Even if it isn't about the gameplay, it 
could give interesting history. 

Maps ts the last category of documents 


you encounter. Most of the areas into which 


you venture are detailed in these well-drawn 


Items. When you view the map, the top of the | 


The maps are in good shape despite the 
damp air and rampaging demons. 


screen ts always north. 


REGULAR Items List 


Here's a rundown of all the Regular Items you can get (Gift Items are covered later in this chapter). This list doesn't 
include each map and document—these are revealed in the walkthrough. 


It's light enough for a female This blue pole can be inserted | MH) This scroll allows you to execute 
} warrior to handle. / into something. ) the hidden technique of this 
| Location: Oni's Sacred Place ) weapon. 
} Note: Stronger shield for Oyu Note: Necessary to get Jubei out | Location: Gold Mine 


Note: Secret Combo move for 
the Buraitou 


} Location: Blue Phantom Realm | 
| 
of the Fog Forest / 

: 


Astrangely shaped metal wedge. | 


{ An Album that can hold 
Artworks you have collected. } Thisallows you toenter the Blue | This book allows you to execute 
One page holds nine Artworks. } Phantom Realm. | a powerful Charge attack by 
Location: Inventory, under File, | Location: Red Phantom Realm j ) holding : 
then Artwork | Note: Needed to enter Blue | Location: Get from trade 
Note: Holds and displays the Artwork that you collect | Phantom Realm Note: Charge move 
| 
f You can collect 18 of these and This handy bow has strong This book allows you to execute 
look at them in your Album. | elasticity. i a super powerful Charge attack 
) Location: Various | Location: Imasho Village | | by holding down (R3), 
) Note: Need all 18 to unlock } Note: Ranged weapon { Location: Get from trade 
} Puzzle Genma Space ' } Note: Charge attack 
} This silk garment is very ) Aslim Western sword that is This Bullet blows up when it hits 
} comfortable. very light and easy to handle. a target. It is used in the Tri- 
} Location: Get from trading | Location: Oyu's beginning Barrel Gun. 
) Note: Best armor for Ekei ; sword Location: Various 
| Note: Basic sword # Note: More powerful than 


Normal Bullets 


| This allows you to kill an enemy 
with a stroke, but it costs you 
} some Vitality. It isnot effective in | 


The left part of an ominous mask 
that is designed like an elephant 
head. 


This mysterious orb dimly 
| radiates blue light and has the 


| the Phantom Realm. | Location: Gifu Keep } word "Charity" on it. 
= Location: Oni's Sacred Place Note: Use to unlock demon door ) Location: Behind Yagyu Village 
behind fossil door t Note: One of five Sacred Orbs, it 
Note: Must have all three Fossilized Bones to get this opens the door in the Gold Mine 
- The right part of an ominous 
| mask that is designed like an 
) This allows you to absorb Souls. elephant head. | This charm can be detonated from 
| Location: Fog Cliff | Location: Gifu Keep a distance. Press (&) to use it. 
| Note: Found when you control } Note: Opens demon door Location: Ekei begins with them 


| Kotaro | Note: Subweapon 


} An Oni weapon, this sword has 
the power of thunder. With its 


This allows youtoabsorbSouls | J quick stroke and sharpness, it is } This key has a cherry symbol on 
more quickly than usual. Not } easy to handle. it. The tag says "Ground Floor of 
effective in the Phantom Realm. | § Location: By Takajo's cave in | the Keep Tower.” 


Location: Demon Cave behind | Dragon Shrine 
— stone wall Note: Magic sword, the first of the Orb weapons, it can 
Note: Kotaro must be highest on friendly list be enhanced up to Level 3—see Weapons chapter 


| Location: East Gifu Castle 
| Note: Unlocks door in the Keep 


Note: A huge hamme! 


| Made of fron, this key is designed 


to be inserted into a round hole. 


I Location: Oni's Sacred Place 


Note: Unlocks door across box 


E convoy 


| Aknife for short range attacks. 
} Location: Starting weapon for 
| Magoichi 

} Note: Good for hacking up 

} demons 


This key has a crescent symbol 
onit. The tag says "East Passage 
of the Castle.” 

Location: Gifu Castle 

Note: Unlocks door in east Gifu 
Castle 


| An iron dagger that is good for a 


distant attack. Press (@) to use it. 


| Location: Starting weapon for 
) Oyu 


Note: Range weapon 


This iron hammer with the 
power of earth is formidable 


} enough to shake the ground. 


Location: Oni's Sacred Place at 
the entrance 
r weapon that can be enhanced to 


Level 3—see Weapons chapter 


WH This scroll allows you to execute 


Note: Secret Combo t 


% 
ia 
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) the hidden technique of this 
} weapon. 


Location: In Gifu Castle behind 
the Earth Seal 
echnique 


This book allows you to execute a 


powerful Charge attack by 


) holding down (R3). 
) Location: Get from trade 
® Note: Charge attack 


This book allows you to execute a 
super powerful Charge attack by 
holding down 3). 

Location: Get though trading 


Note: Very powerful Charge attack | 


Ekei always used to keep this 
with him. It replenishes your 
Health. 

Location: Top of Gifu Castle 

Note: Can be used only once 


Note: Use on the bone 


} This mysterious orb dimly 
| radiates blue light and has the 


word "Faith" on it. 


} Location: Gifu Keep 
E Note: Powers up iron horse 


| This very powerful Arrow can 


burn its target on contact. 
Location: Various 
Note: Much more powerful than 


regular Arrow 


You can burn your enemies with 
! this weapon. 

| Location: Demon Cave 

Note: Very powerful weapon 


This Item shines brightly to dazzle 
| enemies, Press © to use it. 
| Location: Magoichi starts with it 
| Note: Good for when 
b overwhelmed by many demons 


Mi) The cookie revitalizes your 
| Health and Magic. 


Location: Received through 


| trading 
} Note: Automatically activates 


| An artificial stone modeled after 
arib. This can be inserted 

| somewhere. 

| Location: Received from male 


characters through Gift trades 
door late in game 


This drawing contains a turtle, a 


| dragon, a phoenix, and a tiger. 


Location: None—completed 


} when you have both halves 
ee Note: Needed to solve Drawer 
Puzzle, made with Four Guardians: Right and Left 


This drawing of a turtle anda 


tiger seems to be the left half of 
a painting. 


| Location: Jubel's house 


Note: Need right half to complete 


This drawing of a dragon and a 
phoenix seems to be the right 
half of a painting. 

Location: Jubei's house 

Note: Need left half to complete 


These leg protectors are made of 
fron. 

Location: Buy in the Item store 
Note: Best foot armor 


Note: Must use Magoic 


|) Made of cloth, this garment is 


very light and flexible. 
Location: Kotaro starts with it 
Note: Basic armor 


A headband and a scarf 
Location: Kotaro starts with it 
Note: Basic head armor 


These Ninja leg protectors help 


you move lightly. 

Location: Kotaro starts with 
them 

Note: Basic leg armor 


This gold plate is shaped like a 
fish scale. 

Location: Top of Gifu Castle 
Note: Unlocks entrance to 
Demon Base 


This key is made of gold. An 


} emblem of demons can be seen 
) at its head. 


Location: Oni's Sacred Place 
underground 


Note: Use to stop the box convoy 


This powerful weapon shoots 


| five needles at once. 


Location: Buy in the Item store 


F Note: More powerful than the 


Tri-Barrel 


This legendary Western long 


sword Is easy to handle and is 
) very sharp. 


Location: Fog Bridge 
Note: Third and final sword 
for Oyu 


This returns a petrified person back 

} to his or her normal state. Use this 

} as many times as you want. 
Location: Demon Cave 

= Note: Need for getting past two 


statues blocking a door 


This allows you to absorb Souls. 
Location: Demon Cave 

Note: Use this to absorb Souls 
for Jubei 


This allows you to find the invisible 
Demon Treasure Boxes. It is not 
effective in the Phantom Realm. 
Location: In rock wall in Yagyu 
Village 

hi's Saiga Bomb to find it 


Astrangely shaped metal wedge 
that allows you to enter the 
Green Phantom Realm. 
Location: Gifu Castle 

Note: Use to enter Phantom Realm 


Aweapon that has features of a 
spear and a battle-ax. 
Location: East Gifu Castle 
Note: Best weapon for Ekei 


This natural healing power 
recovers your Vitality. 
Location: Various 

Note: Restores a small bit of 
Health 


This mysterious orb dimly 
radiates blue light and has the 
word "Honesty" on it. 
Location: Received after 
defeating the woman demon 
Note: Needed for starting water creature 


Garment made of straw that 
keeps you very warm. 
Location: Ekei begins with it 
Note: Basic armor 


These protectors are mostly 
cloth, but iron parts are used in 
some places. 

Location: Ekei begins with them 
Note: Basic foot armor 


These shoulder protectors are 
made of fron and leather. 
Location: Ekei begins with them 
Note: Basic armor 


) This spear has the power of ice. 
} With its long reach, you can 

| pierce an enemy at a distance. 

| Location: Gold Mine at Dragon 
meee Shrine 

Note: Long-reaching weapon, can be enhanced to 
Level 3—see Weapons chapter 


This scroll allows you to execute 
the hidden technique of this 
weapon. 

Location: Gold Mine 

Note: Secret Combo move 


This book allows you to execute 
} a powerful Charge attack by 

f holdingdown (Ri), 

) Location: Varies with trade 

E Note: Useful technique 


| This book allows you to execute 
} asuper powerful Charge attack 
I by holding down (R34). 


Location: Get from trade 
Note: Charge move 


This iron plate can be inserted 
| somewhere. 


Location: Oni's Sacred Place in 


| treasure box 


Note: Needed for unlocking doors 


| Ninja commonly use these twin 
} knives for short-range combat. 


Location: Kotaro begins 


} with them 
f Note: Basic weapon 


Made of leather, these boots are 
very light and soft. 

Location: Oyu starts with them 
Note: Basic leg armor 


| This amazing blue jewel 


increases your maximum 
Magic energy. 

Location: Various 

Note: Increases Magic bar 


This bottle contains a strange 
purple liquid that recovers a 


| little bit of your Magic energy. 


Location: Various 


| Note: Restores a little Magic 


energy 


Round pills created from 
crushed Herbs, these recover 


} some of your Vitality. 
| Location: Various 


Note: Restores medium amount 
of Health 


You need this to enter the gold 
mine. Once shown, you do not 
need to present it again. 
Location: Imasho Village Inn 


f Note: Gets you into the gold 


mine in Imasho 


These shoulder protectors are 
made of steel and are very solid 
and reliable. 

Location: East Gifu Castle 
Note: Best shoulder armor 


This statue of Nobunaga Oda is 
from Jujudormah's collection. 
Location: Behind the thunder 
seal in Misty Valley 

Note: One of three Items for a 
puzzle 


This statue of Nobunaga Oda is 
from Jujudormah's collection. 

} Location: Behind wind seal in 

Fog Valley 

Note: One of three Items for a 

puzzle 


This statue of Nobunaga Oda is 
from Jujudormah's collection. 

Location: Received after 

| defeating the crab demon 

| Note: One of three Items for a 
puzzle 


| This common Arrow is not very 
! powerful. 

Sm Location: Various 

be Note: Projectile weapon 


This Bullet is made of lead and is 
used in the Tanegashima. 
Location: Various 

Note: A common Bullet with not 
b much power 


This type of spear is commonly 
used among Hozoin monks. 

| Location: Ekel's starter weapon 
Note: Basic spear 


This allows you to find and 

| absorb hidden Red Souls. 

S Fe Ineffective in Phantom Realm. 
Sena Location: From elder man 

caer! } in village 

Note: Give the son the Melon 


| This dream solution will 
} completely recover your Vitality 
/ and Magic energy. 
| Location: Various 
Note: Most powerful Medicine 


An armor made of iron and 
leather, it is reasonably strong. 
Location: Oyu starts with it 
Note: Beginning armor 


This amazing yellow jewel 
increases your maximum 
Vitality. 

Location: Various 

| Note: Gives you a longer 

| Health bar 


Acharm that can purify foul 
atmosphere. It is said that a 
monk of virtue left this in his 
last moment. 
—=_—— Location: Gifu Keep 

Note: Give to the spirit to get left face plate 


| This sword with the power of 

| flame is the most powerful 

} ultimate weapon. 

| Location: Bottom level of Purple 
f u S Phantom Realm 

Note: A fire-based sword 


| These gloves are made of iron 
and cloth, and are very light. 
| Location: Magoichi starts 
with them 

Note: Basic glove armor 


oN 


This allows you to use less Magic 

energy when executing Magic 

Fe attacks. It isnot effective in the 
Phantom Realm. 


} Ascarlet jewel is installed at the 
head of this key. It looks like 
| aneye. 


This orb radiates blue light and 
| has the word "Respect" on it. 
Location: Defeat Gogandantess Location: Onis Sacred Place 

| to get this orb { : ) Note: Needed to unlock door in 
| Note: Used for operating glider lower level of Oni's Sacred Place. Looks like a face. 


Location: Bottom level of Green Phantom Realm 
Note: Makes Magic attacks use less Magic energy 


A memento of Takajo, this ring Blended from a secret Chinese 
A srangely shaped metal wedge has the same design as the one } ) formula, this recovers a lot of 
that allows you to enter the ' ; | 1 

on a drawer in Jubei's house. your Vitality. 
Purple Phantom Realm. , ! 

Location: Takajo's cave, Yagyu > | Location: Various 
Location: Gifu Castle | 

Village Note: Recovers all Health 
Notes Nesded fo eter the Note: Opens the puzzle cabinet in Jubel's house 
Purple Phantom Realm sass 


Mi) This long-handled sword has the 


, f} Ninja use these specially crafted | | | power of the wind. 

g These gloves are made of alloy twin knives for close-range || | Location: Fog Valley at Dragon 
} andare very strong. 

j } combat. | Shrine 


Location: Demon Cave 
Note: Best hand armor for 
f Magoichi 


| Location: Red Phantom Realm m= Note: Needed for powering fans, 
Note: Best weapon for Kotaro can be enhanced to Level 3—see Weapons chapter 


BN Thisallows you to absorb Souls This light shield can be handled 


| | with one hand. | | the hidden technique of this 

| stipe Pane = - Location: Oyu starts with it | } weapon. 

ae Note: Basic shield Location: Puzzle box on side of 

| stone door 
Note: A technique for your weapon 
| This flute makes a disturbing 

| eaiiane nare Red ) noise and can dispel the magic | This book allows you to execute 
PM defeat enemies. Itisnot effective | barrier of Gogandantess. a powerful Charge attack by 

I inthe Phantom Realm | Location: Fog Bridge after holding down (R1), 

: | | defeating Oowassha | Location: Get from trade 


Location: Oni's Sacred Place 


Note: In quantity of Red Souls that Demons release Note: Use to break through Magic armor 


i Note: Charge move 


This bomb's destructive power is | This book allows you to execute a 


sedis l hie } strong enough to demolish a | super powerful Charge attack by 
wel er } small rock. | holding down 

i = | | Location: Yagyu Village | Location: A gift for destroying 
Note: pe 3p aya Note: Use where you see the the lizard lair 


first dragon head Note: Second level Charge attack 


| This red pole can be inserted into 
something. 

Location: Red Phantom Realm 
Note: Needed for getting Jubet 


| These boots are made of metal, 
| and leather parts are used at the 
| joints. 


Skilled ninja can throw up to five 
| of these at a time. Press (£2) to 
} throw them. 


ut of the forest | Location: Magoichi starts | Location: Various 
ike with them ! Note: Throw ranged weapon 
for Kotaro 
This strangely shaped metal 
wedge allows you to enter the i _ vs 
) Red Phantom Realm. | This long battle dress is made of | This key is designed after a snake, 


| strong materials. 
} Location: Magoichi starts with it 
Note: Starting armor 


Location: In Gifu Castle fort, 
when controlling Ekei 

Note: Used to free Jubel from the 
E Gifu Tower, when controlling Ekei 


! Location: Fog Valley 
Note: Needed for entering the 
Red Phantom Realm 
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This bottle contains a strange 
purple liquid that recovers some 
of your Magic energy. 

| Location: Various 

Note: Medium amount of Magic 
energy restoration 


Iron strings are braided inside of 
this cloth, which provides good 
camouflage at night. 

Location: Fog Valley 

Note: Best armor for Kotaro 


the word "Strength" on it. 
Location: Gift for defeating 
Ginghamphatts 

Note: Powers up the elevator to 
Nobunaga 


This bottle contains a strange 

} purple liquid that recovers a lot 
of Magic energy. 

Location: Various 

Note: Recovers most of your 
Magic energy 


Mm A wooden talisman with great 
power, this Item can revive you 
from death. 

) Location: Various 

Note: Automatically brings you 
back to life 


Improved version of the 

) Matchlock. 

Location: Underground in Oni's 
Sacred Place 

Note: Slightly better than the 
Bow and Arrow 


This gun shoots three bullets 

ata time. 

Location: Magoichi starts with it 
Note: Basic gun 


| This gun shoots three Burst Handed down from the Yagyu 
| Bullets at one time. ) clan, these gauntlets help you 
Location: East Gifu Castle swing a sword and provide 
) Note: Very good gun protection. 
Location: Jubel starts with them 
Note: Protection and mobility for arms, can be enhanced 
to Level 3 
| This gradually restores your 
Vitality if you stand still. It is not 
effective in the Phantom Realm. Handed down by the Yagyu clan, 
Location: Item shop, when these protectors provide high 
you bought everything each mobility. 
ti me the stock changed | Location: Jubei starts with them 
Note: Must be equipped | Note: Protection and mobility 


for feet ond legs, can an be enhanced to Level 3 


You use this when sparring with 
} Oyu in Fog Valley. Jubei regularly uses this basic 
Location: Fog Valley } sword. 


Location: Jubel starts with it 
Note: See Weapons chapter 


Note: Item can't be kept 


The Yagyu clan uses a special 
technique to weave this jacket. 
Location: Jubel starts with it 
Note: Protection for upper body, 
can be enhanced to Level 3 


This allows you to absorb Souls. 

Location: Gifu Castle water 

garden, when controlling Ekel 
Note: Allows Ekei to absorb Souls 


This allows you to absorb Yellow 
Souls even when enemies are 
alive. It is not effective in the 
Phantom Realm. 


| Location: Oni's Sacred Place, behind false wall 
Note: Allows you to absorb Yellow Souls while enemies 
| are still alive 


Gi¢t Items 


The Basics chapter gives you simple "how-to" information about the Gifting system in 
Onimusha 2. This section provides more detail. 

You probably won't see all the Gift Items in one play-through. The Gifting system exists primarily to determine 
who will be your favorite friend through the accumulation of Goodwill. 

By collecting specific Items that you can acquire only through trading Gifts, you can obtain special, powerful 
Items and even unlock secrets at the end of the game. This means that you will trade with all the characters, which 
can blur the line on whose story you'll see during the play-through. 

To get all the Gift Items, you'll need to play the game several times with a 
different goal in mind each time. You can start games designed to reveal a 
specific character's story (by trading with a chosen character exclusively) or play 
a game specifically to gather special Gift Items and unlock secrets. 

When courting a character, check the Gift Chart at the end of this section to 
find out what they react well to. Give them things that will boost Goodwill. 
Some Gifts are bad in one area, but good in 


another. For example, giving the Pick to Eket 


in the gold mine makes him very happy. 
é ) 


The inn at the town of Imasho is where 
you start the Gift giving. 


Give it to him anywhere else, and bis 
reception will be cold. This is explained 


further under the Gift Chart section. 


S ec i P| Cases 


A few Gifts can be collected and used to gain something more than Goodwill, 
such as a special Item, or something that unlocks a secret at the end of the game. 
Here's a quick rundown. 


This Item is needed by a peasant in Imasho. He wants it for bis sick father: It takes a 
lot of trading to get one for him, but it's worth it. Details are in the walkthrough. 


When you buy the weapons and armor for the secondary characters at the shop 
in Imasho, you can trade them for weapon technique manuals. These are very ; G05) amy mad of 
useful; each allows you charge up your weapons by holding 2). More details on : Lt pa mere 
the charge-up can be found in the Attacks and Weapons chapters. Be sure to 

buy the armor and weapons and give them to the secondary characters. 


Buy those weapons and armor 
pieces to pass around. 


These pictures of Japanese beauties are found three ways. A few are sold in the 
Imasho shop, several are scattered about the game locations, and nine can be 
bad through trading. Eket bas three, and the other characters have two apiece. If 
you collect all 13, a secret unlocks at the end of the game. 

The kicker is that you must trade Gifts that characters don't like. You'll get 
Artwork only when you give them Gifts that have a D ranking for that character 
(like the Grilled Fish for Oyu). This won't make any great friends, but it gets you 
a reward after you finish the game. 


Here's a pretty face. 


Male secondary characters, Ekei, Kotaro, and Magoichi, each have a Fossilized Bone. 
You get them for trading B rank Gifts to them (such as the Vodka for Magoichi). 
When you get all three, you can use them at a much later point in the game. 


You can also get gear for the secondary characters through trade. Ekei has 
something that Kotaro would like, and so on. Trade until you get what you 
want, then pass it on. 


Use those Fossilized Bones 
primagames.com to open this door. 


When you first go to the Imasho Item store, buy the Egg and hang on to it. The 
Eg hatchess into a Chick, which becomes a Chicken, which lays a Brown Egg. 
That hatches to become a Brown Chick, which grows into a Brown Chicken that 
lays a Gold Egg. That becomes a Gold Chick, and then a Gold Chicken. 

The three gold stages of chicken are all very valuable and will get you bonus 
Goodwill points if you trade them. Hang on to that Eg and let it mature. 


Gi¢t Items List 


Here's a run-down of all the Gift Items you can get (Regular Items are listed earlier in this chapter). 


This is a manual computing | AChick hatched from a Brown A flute made of shells—its 
device Egg, it is docile and does not } quality and price are obvious. 
} make much noise. ; 

It contains sayings and dialogues The Brown Chick has grown into This candy has the sweetness of 
| of Confuctus. It briefly shows the a Brown Chicken that looks very fruit. 
| proper ways to live. shabby. 
} This Ancient Coin circulated in Just an ordinary Egg from a This copper coin is practically 
} the Nara Period; it looks shabby Chicken, it hatches the Brown worthless. 
) but is valued among collectors. Chick. 
Contains various romances from } This set of brushes, ink-stone, } Apresent from a king as a sign 
Mino provinces. This is the only } and paper is needed by a callig- of his goodwill, this has great 

copy left. tapher. B value. 

An insect with a hard, shell-like } Made from a finely engraved It is said that the future can be 
back, it loves watermelon. | shell with a gold binding, this is seen on the surface of this ball 

a Greek decorative brooch. with a mystic aura. 

Cold liquor made from barley, it You can find these pieces of These faded flowers have been 

was introduced from England. } limestone anywhere, and you can } left for along time. 

} write on boards or stones with it. 

| This medicine made from poppy Anewly born Chicken. Itiscute | This Item is good for the distin- 
) is sold in special places. It is said but noisy. | guished collector. 

to have various effects. | j 

| | 

It seems that this birdcan speak | This adult hen looks very / Aset of three dice made from 

} some words. 1] healthy. if ml ivory, these are for gambling 
| and look brand-new. 

This bouquet of beautiful wild A beautiful tune from this rare Not very sweet, these skewered 

| flowers won't last long. Chinese string instrument will } dumpling cakes may make you 
touch you. thirsty when you eat them. 


Made from French flour, it is This plain white cloth is useful Just an average Chicken Egg that 


) browned outside and is soft for mending. has nothing special about it. 
inside. 
It is crushed and it looks useless, This fine comb seems to have This Spanish Navy badge is 
but who knows? been used by a noble lady. made of silver and was given by 


aroyal family. 
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! A feather decorates this rare hat 
) from Portugal. 


Many famous tales are contained 
} in this collection of short fairy 
} tales for children. 


| Sententious line drawn by Ekei. 


am A famous craft worker created 
} this fan. 


} A specialty food in Odani 


province, it's delicious but 
smells very sour. 


Imported from France, it is made 
} of tron. 


) This small green frog can be 
| found around a swamp. 


This dressed deerskin can be 
used as a mat or for clothing. 


) These iron stilettos have rings 


for fingers. 


| A beautiful ornament adorns this | 


rare French vessel. 


The oceans and lands of the 


| world are displayed on this 


Spanish ornament. 


Achick that was born from a 
Gold Egg, it's very small and 


b lovely. 


A Gold Chick has grown into a 


Golden Chicken. 


1A special Egg laid froma 
} common Chicken, it's shining 
} with gold. 


} You can shoot five needles at a 
b time with this powerful weapon. 


This container is useful to carry 


) water or liquor. 


It seems that this bird can speak 
some words. 


| The nice smell of this browned 
| fish stimulates your appetite. 


| Obtained from plants, the oil is 
| useful to fix your hair. 


Made from turtle shell, this 
ornament is a very rare Item. 


| Long boots made of metal, these 
are lighter than they look. 


} These ninja leg protectors have 
} iron parts to inflict great damage 
} on your opponent. 


One of ten novels on Japanese 


} history, this volume applauds 


the beauty of a queen. 


One of ten novels on Japanese 


) history, this volume applauds 
} the beauty of Queen Himiko. 


One of ten novels on Japanese 
history, this volume depicts 
construction of the Great Buddha. 


) One of ten novels on Japanese 


history, this volume features the 


| frequent capitol movements. 


| One of ten novels on Japanese 
| history, this volume features the 
| gorgeous life of excellent poets. 


One of ten novels on Japanese 


history, this volume features the 


} destiny of a tragic warrior. 


One of ten novels on Japanese 


) history, this volume features the 


miracle of the Mongol invasion. 


One of ten novels on Japanese 
history, this volume features a 
valiant warrior. 


One of ten novels on Japanese 
history, this volume features the 


| Onin War and the Great Famine. 


One of ten novels on Japanese 
history, this volume features the 
saga of the war generals. 


| Aset of novels on ancient 
| Japanese history, it contains all 


ten volumes. 


) This spear has two crescent- 


shaped blades at its head. 


I This expensive and fancy 
| Chinese pot diffuses fragrances. 


} You can enjoy beautiful designs 
) by looking inside this tube- 


shaped optical instrument. 


) This headband and a scarf have 
an fron plate for protection. 


} A fruit imported from Italy, it's 
} very sour. 


| This set of dice has been specially 
} created to help you control their 
} outcome. 


) The thick liquid contained in this 
} glass bottle allows you to force 
} someone to fall in love with you. 


A unique Spanish plate, it 


| indicates the correct direction. 


tastes juicy and sweet. 


| This well-polished copper mirror 
} reflects objects as clearly as 
water does. 


| This rare Dutch music box plays 
beautiful tunes when opened. 


| Anovel depicting relationships 
between men and women, it 
) reveals the bare facts. 


| This Chinese Tea makes you feel 
} refreshed. 


} Apair of rings. It is said that two 
} persons who have these rings 
| will be united by strong ties. 


Nobody knows what is inside of 
this mysterious object. 


| Ahigh-grade article with a fancy 
design, this carpet has been 
) brought from Persia. 


} This long Western sword looks 
} heavy but is actually very light. 


Miners use this to dig for gold. It 
looks very old but still can be 


) used. 


} These plums have been pickled 
} and dried for a month. 


b Pickled radish and cucumber 
should increase your appetite. 


} Of Portuguese origins, this long 
) pipe may relax you. 


This battle dress is designed to 


F work like armor. 


Every kind of rare plant is 
} shown in this encyclopedia. This 
§ isthe only copy left. 


Introduced from Portugal, these 


playing cards are popular in 


} Japan. 


Arare device of English 
} manufacture, it is an essential 
} Item for a gentleman. 


f This stone is used to produce 


bullets. 


It will go rotten if it is left for a 
long time. 


) The sad tune of this recorder 
} made from bamboo goes 
} straight to your heart. 


It seems that this bird can speak 


} some words. 


This fresh fish was caught in a 
beautiful river. 


| This gives off a foul smell. 


} Ared cosmetic in a shell 


container, it is made from pasted 
touge taken from safflower. 


Super-high-grade sake made 
from rice, its taste is mild and 
excellent with fish and seafood. 


These salts have been 
crystallized from seawater and 
handled with care. 


) Asoft silk cloth, it retains heat 


well. 


} Extremely durable, this armor is 
} made of silver. 


j Not in circulation anymore, it 
} looks old but becomes shiny if 
F you polish it. 


These boots are made of metal, 
} and the front parts are enhanced 
| by iron. 


Anold mask that has been used | J 
on the Noh stages, it is designed j 
after a long-nosed Tengu. 


A glass ball hangs loosely from 
this ornament so that it tinkles 
} pleasantly when blown. 


} Soft and sweet, thiscakeisfrom | | 


Holland. famous shop, this is essential to 


make fine Kimono. 


Asmall tube with cap. It contains 
} a Tolled-up secret message. 


This Italian liquor is made from 
stapes. 


} Its odor comes from contents 
) like strange insects and sticky 
black liquid. 


A plant grown in the mountains, 
) its shape is unique and its 
| edibility is unknown. 


| An amazing flower; if you pass 
} this to someone, he or she 
| blacks out. 


I Anold Chinese strategy book 
written by Sun Tzu, this shows 
principles and tactics of war. 


This Russian liquor warms your 


} Abook ona fierce war in the | body, mind, and soul. 


} fourteenth century, this contains 
} various different stories. 


| This plant can be picked in a | 


clear stream of amountain. Its | 
grated root is used as a flavor. 


This venerable picture for a 
| Buddhist helps to achieve 
enlightenment. 


} This mature fruit is full of 


Astory depicting the Taira- fresh juice. 


Minamoto War and the fall of the 
Taira family, which is told by 
Biwa minstrel. | 


This English Tea has a calming 
aroma. 


This rare tube from Spain 
enables you to see distant 
objects. 
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THe Gi¢t CHART 


This chart shows the reactions of the secondary characters to all the Gift Items. It may seem a little dense at first, so 
read our explanations of the different elements of the chart. 


Reaction Cede 


A letter (A through D, X, Y, and Z) represents the way a character feels about a 
Gift Item. The letters have number values that either add to or subtract from 


Reaction Code Values 


their total Goodwill toward you. 

Oyu's reaction to the Fur Skin ts A, which means that adds 50 points of 
Goodwill. If you give ber the Magnetic Compass with reaction Z, it subtracts 
50 points from ber Goodwill toward you. 

If you try to give a character a Gift that they gave to you, it draws an X 
reaction and subtracts 70 points from that character's Goodwill. 


C i, ara ct e ri st i cs 


The Characteristics column shows the exceptions to or additions to the initial P=" The Golden Chicken 

reaction code. This goes back to the example of Ekei and the Pick. You can see on | '|, is a great Gift to give 

the chart that bis regular reaction to the Pick ts a C (+10 points). However, look 7 fT] § because it adds 200 
re : LJ | points of Goodwill 

: 2 j to whomever you 

— present it. 


at the Characteristics column and notice that it says "Place (201, 206) / A (100) 

"Place (201, 206)’ refers to the gold mine. The room numbers are in the Map 
Appendix, so you can tell exactly where that is. 

"A (200)" means that the reaction code ts an A, but it will add 100 points to 
the Goodwill instead of just 50. 

So, put that together and you'll see that giving Ekei the Pick in the Imasho 
town gold mines greatly boosts bis Goodwill toward you. 

It can also go the other way. You could give someone a Gift in a location, 
and it will have a negative effect on that character's reaction. Check the table 
carefully before dishing out goodies. 


: { — - wees reel _ 
impossible to fe ete . 
i § find out exactly Give the Pick to Ekei when you 


yee mo: 
Ifa character's Goodwill toward you ts very high, F | Because it's 
it can increase the chance of a good reaction to a gift. 7 ual 


If you see "Goodwill (S00) / B” in the Characteristics i] whata tlendia find him in the gold mine, and he 
column, it means that if the character's Goodwill is (P § Goodwill is 

4 i , YOu will be very grateful. 
500 or better, their reaction will be B. A have to guess. ae 


Com bas an Hf H it Ss 


Some Gifts work best when combined with others. For example, the Tengu Mask is not a good gift for Oyu. 
However, if you give her the Love Potion and then the Tengu Mask, your chances are much improved. So when you 
see "Combo" in the Characteristics column, pay close attention. 

You'll also see the word "Hit" in the Characteristics column, followed by the name of another Gift Item. For 
example, if you look at Chalk, you'll see that in Eket’s section it says "Hit (Tale of the Hetke).” That means that if you 
give the Chalk to Ekei, you always will get the Tale of the Heike in return. The Hit Items are the only ones that 
ensure what you'll receive. 


ten Odd Gifts 


Finally, a word about the two strange Gift Items: the Unique Mushroom and the Wonder Flower. The Unique 
Mushroom causes the recipient to go a little wonky. The character's reaction will be random, but more likely than 
not, it'll be bad. 

The Wonder Flower is the way you fix mistakes. If you give a character a Gift Item by mistake, or one that they 
hate, follow up with a Wonder Flower. This makes the character forget what just happened and restores any lost 
points to your Goodwill. You won't get the bad Gift back, but everyone walks away bappy. 


Gift Chart 


Without further ado, here's the Gift chart. Refer back to this often while trading Gifts with the secondary characters. 


C - Z ___ Town, 3rdtime /B Bis ee bn Fie 
A150) = Y z Y 
D = ey: Goodwill (600)/¢ B 
D a BY: Town, 3rd time /B Mee ee 
isa x n 
B ie D 
Gs “D ry 
B B - D 
D Aa POR ae Se FS d ei Pes 
x D Place (013, 209, 224, 228, 300, D 
é 310, 313, 318, 407, 409)/B 
Y 1 ___ Goodwill (700)/C _ 1 
1 % Ae = D 3 
D Place (229, 350, 401, 407, 409)/D Sa = B 
B - B - A 
TE Goodwill (900)/¢ C Town, 3rd time /B B Tae 
A = TG = x 
¢ Pada D 
Bas B 
he : = B 
x wee B Sas 
Cc - - Cc 
may First /A(Gecret Medicine) TRE DEE 
1 A Combo (Crystal Ball)/A(100) D ee 
Z - A 
B fe a Y = 
R Goodwill (700)/¢ x 
x a ____Town, 2nd time /A B i: 
A = Z es a 
Spe = 1 
B ze e3 = A . 
¢ - - A 
D Place (229, 350, 401, 407, 409)/A(100) Place (013, 209, 300, 310, 313, 318, 407) /B, Y 


____ Pace (224, 228, 409) /C 


ey | | | it j 
SCN CK OF POR S| > > Oo) Feed had Bi baad bad bod ad hd bd el Ld oad ol bd Cel bd 
/ ie 1 | | ia | 


C 
Fa aS Hit (Melon) 
z Bish Vids 
D - Z 
Sel Ss = A 
A Pee os -_ ' Z 
2. = B 
Cee is ___ Combo (Wind Chimes)/A(100) D 
- B 
- B 
SDE ratse= B 
x z Se es Y 
= Sata Reh = D 
= (100) Hit (Weapon Technique) Byes i 
Combo (Wine)/A(100) D - D 
Seat ete A First /A (Secret Medicine) D 
- iu af yd 
(100) Town, 3rd time /D B 
(150) Town, 3rd time /D 150) 
A(200) Town, 3rdtime/D (200) 


Town, 3rd time /D 
Place (013, 209, 224, 228, 300, 
310, 313, 318, 407, 409)/B 


| 
i< ao 
| | | 


or << 


- C 005 Treasure Box Abacus 
- 1 511 Treasure Box Adarga y 
= X = Ekel Analects of Confuctus 
First meeting/A (Secret Medicine) D - 100 town, peddler, Ist time Ancient Document 
- (80) Hit (Secret Medicine) Kotaro Ashura Garment 
- ¥ - 106 Beetle 
- D 103 town, innkeeper (gold 200), 3rd time Black Beer a 
- Z Shop, 3rd time _ Gieaie 2S — Black Pils oo 
= A Shop, Ist time (Shop, out-of-stock from 2nd time) _BlueParrot 
- (¢ Oyu Bread 
- 101 town, woman, 3rd time Broken Bell 
- 1 - Changes from Brown Egg a Brown Chick 
= 5 its = Changes from Brown Chick __ ____ Brown Chicken 
- D - Laid by Chicken Brown Egg 
- AL Hit (Fancy Paper) Shop, 3rd time Calligraphy Kit 
- D - Magoichi Cameo 
- D(0) Hit (Tale of the Helke) 105 person, 2nd time Chalk 
- NL Town, 3rd time /C Changes from Egg Chick 
- SNe - es Changes from Chick Chicken 
- C Town, 3rd time /B Oyu Chinese Fiddle 
- Y Goodwill (500)/B 108 Treasure Box Cloth 
- z - 101 town, merchant, 3rd time Comb 
Town, 2nd time/A C - Shop, Ist time (Shop, out-of stock from 2nd time) Compass 
- Cs -_ Shop, Ist time ConchShell 
Goodwill (600)/B i Town, 2nd time /A 102 town, peddler, Ist time RRA | eee 
-_ ts c - Magoichi Copper Coin 
= A = Oyu Crown 
- A - 371 Treasure Box Crystal Ball 
= ¢ = Changes from flowers Dead Flowers 
= Se w= = Ei Ss ora tieetge ae ‘Deer, 
Bae s =F “Town, 3rdtime/A ~ 201 Gold mine, miner, 2nd time Dee = aa 
~ B Town, 2nd time /A Kotaro Dumpling Cake 
- 1 Goodwill (700)/C Shop, Ist time Egg 
aS Bios. ease Magoich i Seep Spain aa 
- D - Magoichi ae ees EuropeanHat 
Ne Boy Se S| TD ea ad _ Shop, 2ndtime ty Tale Book 
- X - Ekel (Exchange for Calligraphy Kit) Fancy Paper 
Goodwill (700)/A Ce aia 100 town, man, 2nd time ae v1 RS le Se 
- D Town, 3rd time /B Oyu Flute 
- A Place (201, 206)/A(100) 104 Treasure Box Folding Fan 
Combo (Melon)/A(100) _ D - 005 Treasure Box Fork 
- A - Kotaro Fresh Fish 
- B Town, 3rd time /B 002 Ground a Progress 
- (80) Hit (Weapon Technique) Shop, 2nd time Fudo Leg Guard 
- A - 104 town, Miner, Ist time (after Kotaro appears) _ Fur Skin 
- | IS SNES bl gS rae Shop, 3rd time Gabishi 
- ¢ - 100 town, display merchant, 2nd time Glass 
Town, 2nd time/A ¢ Town, 3rd time /B 101 Treasure Box Globe 
Place (516)/C 107 Dog RRS > 238 Go CaaS 
- Changes from Brown Chick Gold Egg 
aS e _____ Changes from Golden Egg Golden Chick 
= Changes from Golden Chick Golden Chicken 
Hit (Weapon Technique) 1 - Shop, 3rd time Goraishinki 
Goodwill (500)/B B Combo (Sake from Kaga)/A(100) 345 Treasure Box Gourd 
- 1 = 534 Treasure Box Gradius 
== Town, 3rdtime/D _D_ Town, 3rdtime/D Shop, 3rd time Green Parrot 
- A - Shop, Ist time Grilled Fish 
= Z = Kotaro Hair Oil 
- Shop, 2nd time (Shop, out-of stock from 3rd time) __ Hair Ornament 
Hit (Weapon Technique) Shop, 3rd time Halberd 
= at Magoichi Hard Boots 


Ekel Hien Kyahan 


Value___Characterstcs Value 


> > o<|0>|=\oon|s clo 
i] 


B - = ; ) 
RE Sain ei ae ¢ 
D SRN ren ee A(80) _Hit (Weapon Technique) Y 3 
¢ Combo (Black Tea)/A B Town, 2ndtime/A aU} ein 
Y = D = a 
: = (AS SE POO Es OMENS Y Goodwill (800)/C Z 
B = ie x = A 
A Combo (Comb)/A(100) B Res tsst el enihes Oe eres Nt B 
A = A Hit (Ashura Garment) A 
Naughty Novel 1-70) _ Goodwill (800)/A(100) Z Goodwill (500)/A(100) B 
Old Coin a) Ree Rie Cr od ae Z Town, 3rd time /B A 
Oolong Tea 2B, - B =~ B 
Pair Ring (200) = (200) = | a “4 (200) 
Pandora's Box D A(100) - aS =| D 
Persian Rug B B Town, 2nd time /A Zz 
Phirangi Y =. “s Y 
Pick z Sse eee 2 z 
Pickled Plum D Town, 3rd time /A X 
Pickles YS - A 
Pipe Shy See oe = * A 
Pirate's Costume Y =o. eS ae (80) 
Plant Book D - B 
Playing Cards F A ie eee tee erage C 
Pocket Watch = [ade Place (209, 224, 228, 310, 313, 318, 409)/Z A 
Potassium Nitrate Goodwill (700)/C Z B 
Pound Cake Combo (Pound Cake)/A(100) B X 
Raw Fish Sar seer Xx Z 
Red Parrot Place (350)/D _D = D 
River Fish - ZL ¢ 
Rogue Hit (Pirate's Costume) __ hak ak® 
RottenFish fae RRS C. Hi 7) Se Bas 
Sake from Kaga D - A 
Salt_ aie dees PEA SEND ¢ 
- Y 
Hit (Weapon Technique) it ae 
- ¢ 
Combo (Naughty Novel)/Z, C 


Combo (Love Potion)/A(100) 


a x | Sa 
- C A 
dD | eae eae 
= LN a Site 5 Sia a D GSH Se =) ARS es Se 
Combo (Lemon)/A, Combo (Pound Cake)/A x - eit Se 
CSR Ee are. tS A Place (013, 300, 407)/Y_ B 
Combo (Naughty Novel)/A(100), Z Town, 3rd time /B D 
Potion)/A(100 See xt Tike 
Teatile Fabrics D 5 Y 
Tube for Pigeon Leg Baer! = Z 
D - B 
ES = D BA 
¢ Combo (Beetle)/A(100) D 
Y = A(80) 
_1____Town, 3rd time /A Fax! 
Dae = ee Urals 
ities eee nls BLS 


| The History Books are a special 

.V] © case for Magoichi—he wants all of 

4 fil § them. If you give them to him one 
B bY one, nothing special happens 


How to Obtain 


316 Treasure Box 
100 town, woman, 2nd time 


Oyu_ 
107 Treasure Box 


i until he gets the complete set, at 
— which point he gives you a talisman. 


— a ine Soy, tt ai) History Bookvol.5 


eas =_ Renee 15 History Book vol. 6 
= ee History Book vol. 7. 
= Shop, 3rdtime History Bookvol.8 
PS a: 104 person, Ist time ta History Book vol.9 
- oe Shop, 2nd time History Book vol. 10 
Goodwill (700)/A(500), Changes after collecting all 10 History Books History Books (All) 
__Hit (Wooden Talisman) ns ae 
Town, 3rd time /A ¢ = 310 Treasure Box Incense 
= wt ___Town, 3rd time /B 006 Treasure Box = Kaleidoscope : 
Serta zat ee es Shop, 2nd time Be Lemos 
Combo (Grilled Fish)/A(100) ) = Shop, 2nd time 
pat sees : A = 202 gold mine 3rd time, miner _ : dete 
3 __ Goodwill (700)/¢ “ily Shop, 2nd time es Love Potion 
= A Kotaro Melon 
Yr - D_ 212 Treasure Box Mirror tp 
- = Ekel Music Box 
- _ Hit (Hien Kyahan) Shop, 3rd time Naughty Novel 
ge 1 ____ Goodwill (500)/C Oyu Old Coin 5 
ae = Combo (Dumpling) /A(100)_ 006 Treasure Box Oolong Tea 
= Goodwill (700)/A(200) Shop, 3rd time Pair Ring 
= = Shop, 3rd time fu Pandora's Box 
Goodwill (600)/A - Ekel Persian Rug 
—— Shop, 3rd time Phirangi 
y - Pa, 206)/A(100) 104 person, 2nd time Pick : 
= Magoichi Pickled Plum 
- Kotaro Pickles 
Py ae ee 103 Treasure Box Pipe at: 
____ Hit (Gecret Medicine) Oyu Pirate's Costume 
Town, 3rd time /D a Shop, 2nd time Plant Book 
we 2 Town, 3rd time /B Oyu Playing Cards 


- op, 3rd time 
Goodwill (600)/C _ 206 Ground 
__Town, 2nd time /A Magolchi 
__Town, 2nd time /A(100) Shop, 2nd time (Shop, out-of stock from 3rd time) 
- 406 
xc See Cah = Magoichi 
.._— |:« «Eis See ee Changes from Fresh Fish 
- A Place (201, 206, 222, 312, Oyu 


409, 503, 509)/C__ 


Pocket Watch 
Potassium Nitrate 


Pound Cake 
RawFish 


= ~ Combo (Watermelon)/A(100) Shop, Ist time 
- Ekel 
Goodwill (800)/A Place (503) Hit 
é (Weapon Tehigu)/A100)_ 
Hit (Hard Boots) ar Kotaro ps 
- Gel 7 0 
- ima ss <! eee) 101 town, priest, 3rdtime 
Ht enben) Eket 
- < Roto. = ee 
Town, 2nd tine/A eae es hs 106 Treasure Box 
- Place (013, 201, 206, 222, 300, 100 Treasure Box 
361, 401, 407, 409, 503, 509)/Y ge pet 
Goodwill (600)/A_ Ekel : 
- a 406Oowassha 
=. ae Shop, Ist time 
Combo (Fresh Fish)/A(100) 002 Ground ie ets 
- Ekel 
Hit (Weapon Technique) Shop, 2nd time E 
- Magoichi 


Magoichi 
Enemy, shop, Ist time 
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How TO Use THE WALKTHROUGH 
Ai 
Onimusha 2: Prima's Official Strategy Guide is organized to give you fast and easy access to the information you 
need: find every Item, view all the maps, and use our bints and tactics to help you defeat enemies. 


— 


WALKTHROUGH 


On the top of each page is a small version of the Scenario Map. It gives you an 
idea of how far along in the game you are. ¢ 

The numbers on the maps correspond to the numbers on the screenshots or 
text that comes after each map. They point out important events, puzzles, and 
tasks you must complete. * 

This guide does not take you step-by-step through every battle, door, and 
room in the game. Onimusha 2 has a large element of choice and randomness 
that makes the game new and entertaining every time you play. This structure 
means that you can choose to visit certain areas or solve certain puzzles in a 
different order than another player. Nonetheless, this guide provides maps that 
show you the location of every Item, and it gives you tactics for battling every 
enemy —the rest is up to you. 


SECONDARY CHARACTERS 


You can influence one of the four secondary characters by giving them Gifts. Their 
Goodwill toward you determines which cutscenes you see, what character comes to help 
you with difficult battles, and whether or not you can find certain Items. 

You will not see the entire game in one play-through—it's impossible. To see all the 
different story lines, you must play more than once—more likely, four or five times. 

® When you reach a point in the walkthrough where two or more possibilities exist, 
you'll see a box that looks like this. 

The choices lead you to the appropriate section of walkthrough for your game. You 
may have to wait to see which character shows up before turning to the appropriate page 
of the walkthrough. 

® When there's a character-specific part, the screenshot border will be color-coded. 
Each of Jubei's friends has a specific color. Look for their color to easily find the part that 
refers to them specifically. 


MAPS 


Each map has a quick list of general information about the 
areas shown. It reveals the Items you can pick up, what enemies 
you'll face, how many Magic Mirrors there are, and what 
documents you can pick up in the areas shown on the map. « 


BOSSES 


Each high-powered demon boss has its own section in the 
walkthrough. These sections describe each boss' attacks 
and explains, in detail, the best strategy for fighting them. 

The boss sections include a table of information about 
their attacks. The table gives the boss's Vitality for each 
difficulty level, the name of each attack, how much damage 
it does in each difficulty mode, and whether or not it can be 
blocked. If an attack has a "No" in the "Blockable?" column, it means that you can't avoid 
damage by holding (£2) and letting the attack hit. You can dodge or run away from an attack 
that can't be blocked, but you can't protect yourself with a weapon. ® 


Now you're ready to jump into the mythic world of feudal Japan. Strap on the lacquered armor, grab your 
sword, and make sure you've got your ninja companion handy. 


RAR aAmMmes.coO: 
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Let's review: Lord Oda Nobunaga was killed in battle. He was brought back to life by 
the evil demons and began to march across Japan, killing and conquering as he went. 

After the defeat of the Demon Lord Fortinbras at the hands of Samanosuke 
Akechi, the resurrected Lord Oda Nobunaga took over the rule of the Demon Realm. 
That was 10 years ago. 

It seems peaceful in Yagyu village, but war soon shatters the tranquility. 
Undetected and unexpected, soldiers rampage through the streets. 

These peasant farmers are not helpless, though. They give as good as they get. 
With a quick twist, their farming 
implements become weapons that fight off 


the invaders. 

To the villagers’ despatr, it becomes 
apparent that they are not fighting men, 
but rather the demon hoards of 
Nobunaga's army. There is no 
hope. All inhabitants of Yagyu fall 
to the weapons wielded against 


them. 
The Demon Lord Nobunaga 
rides again. Terror precedes 
him, destruction follows him. 
After a colorful 
introduction of some of the 
principle players, we watch 
the young blade-master Jubei 
Yagyu race home. He is too 
late. He finds only corpses. 
Then a mysterious voice 


calls him... 


Jubet must discover what has 
happened to bis home town. After 
fighting tough soldiers who disappear 


after defeat, he'll meet a mysterious 


benefactor who sets him on the path 


of revenge. 


Odazouhet 


Odahei 


Let's start things off right 
Save your game at the Magic 
Mirror before venturing 
farther into the village. (@) 
Remember the broken gates 
near where you start? They 
lead to Jubet’s house, but you 


cant enter yet. 


After walking down the stat 


recognizes Jubet, who has apparently been away for some time. 
© This fight can be easy. Follow tactics 


or just keep swinging. Once the last 
creature falls, the haunting voice calls 
you on. Follow it... 


Yasuke manages a brief warning before being cut down. 
o c “ 
Soldiers come around the corner, and Jubei has a score to settle. 


Get ready for your first battle. 
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The going gets rougher in the next area. Odazouhei are there along 
with their stronger cohorts, Odabei. Don't rush for the lacquered box; 
first clear the enemies, then grab the map. (@) 
As soon as you move forward, stepping stones burst from the 
water, leading to a door in the rocky hill beyond. (@) 
Pushing toward them will send Jubet skipping across 
to the other side. Don't leap over them just yet. 
Turn to Jubet's right and hack at the bamboo. 
When it falls, you can get at the box with the Herb 
inside. (Q) 

Near a corner of the pond, a Frog jumps about in 
the long grass. Press X to pick it up. (@) He's a Gift 
Item and will show up in the Gift section of your 
inventory. Ignore the Dragon Shrine in the corner for 
now. It’s time to find the woman who's been calling. 


ee = — ——— — ea 


Enter this area to find Takajo, a strange creature with important information. (@) She lets Jubei know that Nobunaga is responsible | 
| for the destruction of Yagyu village. It seems that she's not happy about it either. 


She gives Jubei a tattoo on his band. The tattoo allows him to absorb the souls of defeated demons and use them to strengthen ; 
his weapons. See the section on Soul Collection earlier in this guide. 

Takajo also sets the young warrior on a quest. He must find the five Sacred Orbs that were given to mankind to help defeat the 
demons. With the Sacred Orbs, Jubei will be able to defeat Nobunaga. 

The supernatural woman gives Jubei the first Orb, Charity. She also bids him to visit the Dragon Shrine and then start his quest 
in the mines of Imasho. With a cryptic farewell, Takajo disappears, leaving behind the Play Instructions. 


Collect the Herb from the box near Takajo’s house, then bead back 
through the tunnel. You find a Soul Gauntlet here as well as some 
unwelcome vassals of Nobunaga. (@) 

Back out at the pond, and make your way to the Dragon Shrine. 
Get up close and press X. (@) Jubei shows the mark of Takajo to the 
shrine, and he receives his first Oni sword, Buraitou, the Thunder 


Orb. It’s more powerful than your Yagyu sword, so don't switch back. 


With bis new weapon, 
Jubet steps onto the 
path of revenge. He 
will pursue Nobunaga 
“ 
and bring bim down. 
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Our hero finds himself in the rough-and-tumble town of Imasho. Here he gathers items useful for 
the future and catches sight of a lady who becomes important to him for many reasons. 


Items: Bow 

Gift Items: Ancient Documents, Tengu Mask, Globe, 
Folding Fan, Confetti, Cloth, Telescope, Pipe, Beetle 

Magic Mirrors: 1 


Documents: Imasho Town Map, Artwork #16 


a 
= 


des 


ez 


Life 1 
Imasho is a boomtown built upon the profits of a gold mine. We see a lucky 
soul who struck it rich. He gets a bit too excited, though, and collapses 
the street. His wealth is lost as soon as the breath leaves his body. 

Jubet sees the scuffle, but bis attention is drawn to a trio of thugs 
menacing an armored woman. She seems like a capable woman and gets past 
the ruffians. Jubet notices that she wears one of the five Sacred Orbs around 

ber neck. He must talk to ber. You can now wander 


The swordsman deals with the thugs, showing them a harder time than freely about Imasho. 


here are many pe 
they wanted. When he looks back, Jubei sees that the woman has : i re tas BDETe ate tae people 
; 3 - | to talk to. Some give 
disappeared. It's too late; meeting ber will bave to wait. First we hit the town. ‘ ze 
; p : ; you specific Gift Items 
Imasho isn't a big place, but its inbabitants play an important role in 
/ ake time to explore 


your adventure. | the town. 
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JURE] ABOUT TOWN 


Head to the stable area. Once there, talk to the man with the bat and pack. 
(@) Press X to begin a dialogue. After a moment, he gives you the Ancient 
Documents. Pick up the Tengu Mask in the lacquered box at the back. 

Pick up the Globe from the marketplace box, then go to the inn. 
Enter and go to the back where there's a Magic Mirror and Soul Fountain. 
A box back here contains the Pipe. (@) Once you've entered the inn for 
the first time, a man with a bat and pack shows up outside on the main 
street. (@) Press X twice to talk to him, and he gives you Confetti, a 
candy treat. 

You may also want to visit the store. (@) The Items change from time 
to time, but we'll let you know when that happens. Most of the stock is 
Gift Items. Jubei bas 1,000 gold. It's not enough to buy everything, but 
luckily there's a gold mine nearby. Pick up Artwork #16 for now. 


op Invent 


ral : 
Gi 
Fr es 
P| k 
TT ( uA The stock in the store changes three Conch Shell 
An 5 times. If you buy out the ent toc Magnetic Compass 
Ly Plant Book 
i Blue Parrot 
After picking up the Imasho Town Map from the box, enter the foundry. Walk around the smelting Artwork #16 


pit and smash the barrels as you go. Then head back bere, near the door, and pull the lever on the 
clockwork gears. (@) 

The gears lower a platform. Run around the smelting pit and 
onto the platform. Let it lift you to the second floor, grab the Bow 
from the box, then ride back down. 


Nos 


na Have you had your fill of the town for now? It's 
4P| ‘tadary time to move on and put yourself back in 


_ a fae évunc harm's way. Take the path to the gold mine. 


Many of Nobunaga's soldiers patrol the path to the gold mine. (@) 
Destroy them and absorb their souls. Be sure to collect the bullion that 
some of them drop; it comes in handy during trips to the shop in 
Imasho. Pick up the Telescope in the box and move up a bit on the path. 

At this area you can see the trunk of a tree on the left side of the screen. 
(@) Keep checking there for the Beetle. A little black bug may be climbing 
up the trunk. If you see it, face the tree and press X until you grab it. Then 
climb the stairs to the mine. 

This guard is brave; he's not 
allowing a man with a sword to get 
past him without a permit. (@) 
Luckily for him, Jubet is a law- 
abiding samurai and won't use 
force to pass. Head back to town. 


right now, but check 
for the Beetle every time you pass this area. 


He may not be there 


Two new warriors are introduced. They dislike each other but respect Jubet. A third friend could be made, or he can wait for later. 


A permit is purchased and the gold mine opens. 


Items: Mountain Permit 
Gift Items: Fur Skin, History Book vol. 9, History Book vol. 4 


Once you've fougt 
) ig 


way back to town, drop by 


the inn. (@) You meet a 
couple of fellows who dog 
your heels for the rest of the 
game. They're valuable 
allies, so pay attention. 


Upon entering the inn, Jubet 
notices a lone drinker. A well 
thrown spear ruins the man’s 
refreshment. 

It seems that the spearman 
has a bone to pick with this 
rifleman. Their argument 
becomes heated, and they decide to take it outside. 

Jubei recogn the two men and commands them to stop 
bickering. Eket Ankokuji is infamous for using the spear of the 
Hozoin and for his love of drink, food, and women. Magoichi 
Saiga, chief of the Kishu Saiga Gun Team, is a warrior of renown 
and a seeker of knowledge. He is intrigued by rare books and 
devices. Both men play parts in Jubei's saga. 

Magoichi recognizes the famous Jubei Yagyu, master of the blade. Ekei is amused by the coincidence of three such fis 


Do you want Magoichi to be happy? Give 
him the Ancient Documents you received 
near the stables. Looking to befriend 
Ekei? The Vodka and Grilled Fish from 
the store will please the big guy. 


a 2 a 


A FRIEND, A MINE nmuTs 


Here comes your first 
choice. It isn't a very big 
one, but you can decide 
whether to meet Kotaro 

Fuma now or later. 


A man stands near the bar of the inn, toward the back. (@) Press X to 
talk to him; he offers to sell you a permit for 100 gold. It’s a good deal. 
Say yes and get the Mountain Permit. 


Will you meet Kotaro Fuma Now? 


Yes: See Kotaro below. 
No: See Mouth of the Mine. 


Kotaro we 


You've decided to meet Kotaro right now. This can only happen ae 


after you've purchased the Mountain Permit. 

Speak with the men outside the foundry building bere. (@) It seems 
that a young ninja by the name of Kotaro has taken a wallet from them. 
They don't seem to be savory types. Maybe there is more to the story than 
they're revealing? Once you've talked to them, immediately go back to the inn 
and climb the stairs to the second floor. 


You trigger a cutscene. It looks like Kotaro foiled 
a few thieves. He's not above ruffling feathers. 
For a ninja, Kotaro has a sense of humor. He 
makes fools of the men and disarms them all. 

Well, almost all. He misses one. Fortunately, Jubet is there to 
help. He teaches the thugs a lesson. It's not permanent, but I'll bet 
those cuts will leave a mark. 

He then lectures Kotaro. Jubei is disappointed in the young 
man’s foolishness. The ninja pouts and runs off. 


F Kotaro is found on the second floor of the inn. You 
an OTS can trade gifts with him, just as you can with 
ee) Magoichi and Ekei. 


Now go up to the second floor of the inn. (@) Kotaro is there, but 
speak to the men around the fire. One of them will give you the Fur 
Skin if you talk to bim three times and listen to bis sorry tale. 

On the balcony, you find a man who's been defeated by sake. 
(Q@) Talk to him a few times, and he hands over History Book vol. 9. It 
seems that scholarship doesn’t go well with beavy drinking. 


MOUTH Of THE MINE 


Whether or not you've met with Kotaro, your next move is to explore the Imasho gold mine. Strange 
goings-on have been reported. 

Armed with a Mountain Permit, you can climb the steps to the Imasho gold mine (fighting off all 
supernatural enemies along the way) and pass the guard. (@) Have a full bar of Magic energy for the 
mines. Things get a bit tight in the dark caves. Pick up the History Book vol. 4 from the lacquer box and 
bead to the mouth of the mine. 


wcur® - ; 
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As you step to the threshold of the mine, a pair of terrified 
dig scramble out. They've seen monsters within the caves. 
ey've also seen a woman in western armor—the same 
woman who had the Sacred Orb. There's nothing for it; 
you're going in. 


| 
RESON ie ecm 


Items: Buraitou Secret, Hyoujin-Yari 
Giftltems: None 


Magic Mirro Hicrocs: oe 
Documents: Demon Wall Scroll, Gold Mine Map, Five Oni Orbs 


A DeapD END AND THE 
TRue PATH 


Once you've entered the mine, you find a Magic Mirror 
at the middle of a fork in the path. Enbance your sword 
as much as you can and consider saving your game. (@) 
When you've finished doing that, head to the left of the 
mirror and down the 
path to a cave. 
Within, you find 
a lacquered box with 
the Demon Wall 
Scroll inside. (@) It 
describes how to get 
by the Demon Wall 
creatures, called 
Mozun. We'll remind 
you of it when you 
come across one. 
Now move over 
to the red box on the 
small dais at the back 
of the cave. (@) This 
is your first puzzle 
box. To work it, stand 
near it and press X. You are taken to the Puzzle Box 
screen, where you must move tiles to unscramble the 
target design. The challenge is that you may use only a 
limited number of moves. This first one is easy. (@) 
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a oys Now go back to the Magic Muror and take the path to the right. This tunnel leads directly to Eket. 
— 


(@) He's just standing around, waiting for something interesting to happen. You can trade Gifts with 


he spear man if you want to strengthen a friendship with bim, or you can simply walk by. 
The Buraitou Secret allows youto —_*?e spear man if you want to strengthen a frie adship with him, or you can simply walk by 


do a special move with the Buraitou Remember that these exchanges change the path of the game. 


sword. Use thecombo ?, + + The cool thing about a gold mine ts that there's gold lying around. (@) Pick up any of the shiny 
to make Jubei deliver a series of nuggets you find as you go through the caverns. Brace yourself; there's a surprise not far abead. 

three cuts with the Thunder Orb. To In this next area, you are introduced to the very toothy Jaido. (@) These foot soldiers of the dark 

add a final blow, press @ attheend forces show up throughout the rest of the game. They're not particularly fast, but you're not at your 
of the move for a spinning slash. most powerful yet. Dispatch them, absorb their souls, and pick up any gold they drop. 


Ugly things, aren't they? 


Ekei is just looking for entertainment. 
Don't forget the Gold Mine Map in a box 
in the same room. 


In the next area, you are beset by a bunch of Jaido. (@) Slice 
through them and collect your booty. Then travel south for an 
encounter with some of your friends. 


Did you befriend Ekei? See Ekei section page 66. 


Did you befriend Magoichi? See Magoichi section page 66. 
Did you befriend Kotaro? See below. 


Kot aro 


Once inside this area, you find more Jaido to keep you company. (@) Hunt them down and dispose of them. Notice that a red field 
blocks both the exits from this room. No way out but to keep slashing away. 


When you dispatch the first set of Jaido, a new crop comes up. Luckily for you, a familiar face appears. It looks as tf 
Kotaro has decided to forgive you for berating bim and is willing to help. 

Mow through the demons and absorb their souls. Let Kotaro take care of one end, and give him room so you don't get 
. balled up in one corner. Once the creatures are all mopped up, the young ninja pops off to clear the way abead. Nice kid. 


Kotaro pops up and lends The ninja is arrogant, 
a couple of hands. but handy ina fight. 
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Step into this room to see Ekei lounging on the scaffolding. (@) 
Hack away at the demons in here. Both exits are blocked with a red 


glow, so there's nothing to do but fight. 

When you dispatch the first set of Jaido, a new crop comes up. 
Luckily for you, a familiar face appears. Magoichi has taken a shine 
to you and helps you out of this jam. He yells at Ekei to lend a 
band, but the heavy guy ts too busy drinking. 

Destroy the demons and absorb their souls. Magoichi blasts 
away from a distance, killing some foes and weakening others. 
Wade in and clear out the cave. As soon as things calm down, a 


cutscene starts. 


Magoicht isn't impressed with the demon’s fighting ability. 
Before the three men can say more, a miner rushes in. It 
seems that the demons have taken his daughter. This 
interests Ekei a great deal. He swears to save the daughter. 


Magoichi follows, sure that Ekei is heading into trouble. 


€ kc el 


Step into this room to see Magoichi lounging on the scaffolding. (@) 

Hack away at the demons in bere. Both exits are blocked with a red 
slow, so there's nothing to do but fight. 

When you dispatch the first set of Jaido, a new crop comes up. 
Luckily for you, a familiar face appears. Ekei bas taken a shine to you 
and will help you out of this jam. He yells at Magoichi to belp, but 
the rifleman doesn't want to be bothered. 

Destroy the demons and absorb their souls. Eket cuts a swath with 
his spear. Let him deal with one end, and you take the other. That 
way, you avoid becoming tangled and confused. 

Ekei seems disappointed that the fight is over. A miner i Clear out the cave. As soon as things calm down, a cutscene starts. 
suddenly rushes in. It seems that the demons have taken 
his daughter. This interests Eket a great deal, and he asks Fae Bn TS 
if she's pretty. He swears to save the daughter. Magoichi fos Bi ge cuhehedapatel 
follows, sure that Ekei is beading into trouble. 


ADDING TO THE ARSENAL 


Now move into the next area to find a prize. (@) First open the lacquered box and read about the five 
Sacred Orbs. It seems that your quest is not a new one. Then move to the Dragon Shrine and press X. 
Jubei sticks his band in and pulls out the Hyoujin-Yari, the Ice Orb. This new weapon gives you a long 
reach to keep those nasty demons away. 
You're ready for more rough-and-tumble action in the mine. Head back to the T-intersection. 
) S 


Items: Medicine, Hyoujin-Yari Secret 

Gift Items: Mirror 

Foes: Jaido, Bajaido, Ginghamphatts (boss) 
Magic Mirrors: 1 

Documents: None 


THE STORIES BEGIN 


Go back to the T-intersection area, then go north (after fighting off 
é cs a 

any Jaido that show up). You end up in a cutscene when you reach 
the area north of the T-intersection. (@) Two possibilities exist. You 
see a cutscene with Kotaro if you've befriended him. If you've 
vefriended either Magoichi or Eket, you see the second scene play 
bef led either Magoich Eket, ) the second lay 
out. Each scene is short, but reveals a little about the character of 


the people you're dealing with. 


Ma vot c l, i an if € (. e1 


The impetuous ninja barely makes it through a fight } Ekei and Magoichi are at it again. They take a few swipes 
with a demon. When Jubei approaches, Kotaro jumps at each other before Jubei stops them. It seems that Eket 
up as if it were nothing. Once again the samurai scolds wants to be a feudal lord. He told this to Magoichi, who 
him for reckless behavior, and Kotaro goes off mad. | laughed at him. Jubei quells the argument and tells them 
to continue searching for the MUSSULS daughter. 


GREAT DANGER 


Now look at the exit from this area. A strange disc floats at the opening and blocks your way. This is a 
Mozun, the Demon Wall mentioned in the document you found earlier. (@) Step up to it and press X 
to get a clue as to what may belp. Your spear, the Hyoujin-Yart, cuts through the Mozun. Smash it and 


proceed, 


You come to a box with a Medicine inside. Snap it up, then visit the Magic Muror. (@) Take time 
to prepare for the next room. Choose the Enbancement option at the Mirror and pump aill the Red Oni 
Souls you've collected into the Buraitou sword. Your goal is to bring it up to Level 2. 


if 
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You don't need to enhance the sword, 
but it'll make things easier. 


Name 


Two-Handed Side Swing (From Right) 
Two-Handed Swing Sweep (From Left) 
One-Handed Swing Sweep 

Sweep Up 

One-Handed Pound 

Two-Handed Pound 

‘Two-Foot Stomp 

Jump Stomp 

Two-Foot Thrust Stab 

Swallow Attack 

Backwards Facing Swing Attack 
Rock Fall (Small) 

Rock Fall (Large) 


creep, the better. Having four Purple Oni Sor 


Purple Soul and allow you to transform into 


your fingers crossed. 
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Once you complete your chores (and save your game), walk over 
a E a ee “lene 2) 2 
to the doorw ay with a stone jigsaw puzzle blocking it. (@) On the 
door frame is an indentation. Stand by it and press X. It asks if you 
want to put the Charity Orb in the dent. Say yes; you'll get the Orb 


intruder is only a human. Jubei manages to insult the creature. It attacks. 


133/190/304 


175/250/400 
217/310/496 
196/280/448 
252/360/576 
231/330/528 
147/210/336 
175/250/400 
119/170/272 


back. The door slams open and leads the way to another cutscene. 


A strange machine pumps liquid gold from the ground. A booming voice demands to know who | 
| has invaded his realm. The grotesque demon goes from anger to amusement when it sees that the | 


We Recommend. oe 


Orb Sword 


_ Suggested Level 


Buraitou 


Hyouyin-Yart 


Vitality 
Easy Mode: 
Normal Mode: 
Hard Mode: 


Ginghamphatts ts 
an arrogant 
demon boss. He's 
very confident of 
his power and 
believes he can 


smash you flat in 


Level 2 


Level 4 


8,000 
10,000 
13,500 


0/0/0 no time. Luckily, 
154/220/352 “you have Ont 
154/220/352 weapons to help prove bim wrong. 
84/120/192 You want full Magic energy when starti 
fight. The more power you bring to be 
ls will also be beneficial. You have a good chance that Ginghamphatts will spout at least one 
le should also spew a few Blue Ont Souls to replenish your Magic. Keep 


boulders from the ceiling. Watch for their shadows and make 
sure you're not standing under one. 

Every now and then, the bottom half of Ginghamphatts sucks in 
air rapidly, drawing you to him. Don't panic; just hold @) and you'll 
be fine. After a time of hit and block, and (hopefully) some recharged 
Magic attacks, Ginghamphatts goes down, leaving you with Souls to 
collect and gold to pick up. 

One more thing: If your health falls to the danger level, one of the three characters you've met 
comes to your aid. Whichever one you've befriended will show up to lend a hand. (If you haven't 
given any gifts, Eket will show up). When they make it to the party, let them draw fire and knock 


some Souls loose from Ginghamphatts. There's no need to rush this battle, so stay calm. 


The big brute has a limited number of attacks. Because he's your 


first big challenge, they go a bit easy on you. You'll be able to block 
most of them. You can deflect every individual attack he makes with 
his pick. The only problem ts if he combines a Swipe move with a 
Pound move. The Swipe will be blocked, but the force knocks your 
defense away, leaving you open to the smashing pound. 

When the battle begins, pop the top on those Magic attacks and 


pour them out until you're empty. Hit bim with everything you've 


got right away. Ginghamphatts staggers back after each Magic 


assault. Use that time to suck up the Souls he releases, then 
pound into him with another Magical blast. E mpty both your . 
weapons. If you are lucky, he'll spit out Blue Souls so you can 


use a few more Magic attacks. 


When your Magic energy runs dry, use a bit-and 


tactic. Stay close to Ginghamphatts (yes, we said stay close) 


and strike once or twice. Then bold ©) to defend against 
his retaliation. Keep this up until be 
uses his Jump Stomp. 
Ginghamphatts jumps into 
the air and zeroes in on you. 
You cannot block this attack, 
but you can run away. When 
he leaps, pick a direction 
with some room and bolt. 
When he lands, the force of 


the stomp shakes loose 


BEYOND GINGHAMPHATTS 


A lot of gold is lying around in the next area. A lacquer box 
contains the Mirror. (@) Grab that, then smash the wooden crates 


After the battle, go through the eastern 
door. You find a strange Demon-hole 
cover at the bend, but for the moment 
you can't do anything with it. (@) 
Continue on and find a miner curled 
up ina corner. He looks burt, but for 
the moment, pass him by. It may 
sound callous, but you'll come back in 


ae He's not in very good shape, 


but he'll survive a bit longer. 


nearby. They reveal a Puzzle Box. Time to crack the code. 


SN RODUGINGIGINGHAMPAATaS m9 
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Ww) © 


Ww Vay, CN aa ay Once the box 
Dy Qe, y rit 454 Sy Pry POPs open, you 
ab iP PU ra v7 LS RY SY NAA J xet the Hyoujin- 
4 Ls J : , pms AyA YA) Yari Secret. This is 
2 Ax avery valuable 

Li rem wl i iJ La NE ioe EAR al siciallows you 
to do a combo 
move with the Ice 
Orb spear. While 
equipped with 
the Hyowin-Yari, 
press, & + @. 
This move lets 
you destroy most 
enemies without 
a problem. 
Practice tt. 

Now go back 
and complete ue All right, now you can save the poor guy. 
errand of mercy. 
(@) Go up to the miner and press X. He looks the 
worse for wear, but you might be able to do 


something for him. 


Items: Red Ring, Magic Jewel, Secret Medicine A good deed is rewarded. 

C few a fiver Armor, Western Boots Chalk, Another good deed will be 

eau On Emblem, Melon, Pick, rewarded. Many Gift Items can be 
iZ - 


found. You could meet Kotaro, 


__History Bookvol2,Bouguet 9 or not. A trip back to the gold 
Foes: None mine will be made. 

Magic Mirrors: 1 

Documents: Potassium Nitrate Map 


} 
| All right, now you know where 
| you need to go: back to the 

mine. However, spend some 


time in town. There are plenty 
of Gift Items to be had, and 
there are friends to make. 


The miner, collapsed against the cave wall, explains that he bas been treated as a slave by the 
demons. He's the only one who survived. Jubei takes him back to town and feeds bim. The | 


recovery is remarkable, and the miner tells Jubet that the mysterious woman may have been taken 


down a bole in the mine. He gives Jubet the key to open the cover: 


Kot aro 


Would you like to make a new 
friend? He's a nirya and a little high 
strung, but you may like bim. 
When you gain control of Jubet, 
you'll be in the upper story of the 
inn. (@) A young nirya lounges 
near the fire pit. Go over and press 
X to start the cutscene. 


He's kind of testy when he wakes up. Jubet follows him to the back of the inn. Kotaro says 
that he'll help topple Nobunaga. However, be warns that the woman he's chasing is not 

what she seems. Jubei doesn't want to bear it. Kotaro leaves with a promise that he'll reveal 
her identity soon enough. 


ARMOR AND f RUIT 


Let's start with the store. The landlord of the inn has opened the — #16 
back door, so you can get to the store directly. (@) Hop inand see | Aegwork #17 
what the shopkeeper has in stock. (@) There are some new Items, Conch Shell 
and some things have sold out. If you didn't get them during your | Egg 

last visit to town, you're out of luck. This table shows what's in Fairy Tale Book 


stock if you didn't buy anything last time. Fudo Leg Guard 

’ Grilled Fish 

TT Hair Ornament 

an History Book vol. 10 


Buy all the armor and pass it out (you'll meet Oyu later, but snap up the Silver Armor now). If 
you're trying to focus on a single character, be sure to give the other characters their armor first. 
Then give the armor to your favorite character and follow up with another gift or two. This ensures 
that their Goodwill stays bigh. 


Wonder Flower 


Once Magoichi has bis Western Boots, exit the inn and then return. You'll see a new peasant 
standing next to the bar, by the back door. (@) Talk to him. He offers you a map that shows where to 
find Potassium Nitrate in the gold mine. Buy it. To see the map, go to your Inventory, select File, and 


then move to Picture. It’s listed under the Album. 
Now head through the back door to the shop and talk to the 
peasant wearing brown clothes in the northeast corner. (@) He 


confused, but coughs up the Tale of the Heike in return. Hand 
Magoichi the Tale of the Heike. He's 
pleased with it and gives you the 
Emblem in return. (@) Climb the 
stairs and talk to Kotaro (if you 
haven't met him yet, youll go 
through the meeting described 
earlier). Give him the Emblem, and 
he trades it for the Melon. 

Now that you have the Melon, go back to the peasant who gave 
you the Chalk and press X. He thanks you for finding the fruit and 
promises to repay you later. It’s time to search the town for more stuff. 


GATHERING GIFTS 


Let's start at the farthest point and work our way forward. Go to the 
stables and talk to the lady in the bright yellow dress. (@) She gives 
you History Book vol. 2. Then, in the same area, talk to the peasant 


who is walking in and out of the stable area. He gives you the 
Bouquet. 

Ona bench outside one of the borse stalls is a man with no shirt. 
(@) Talk to him. He asks you to stop, but keep pressing X. Soon he 
gives you a Magic Jewel so that you'll leave him alone. 

Two more to go. Walk back to the main road outside the inn and 
watch for a slender woman walking alone. Approach ber and press X. 
She flirts a bit, then gives you Secret 
Medicine. (@) 

Finally, tf you've already met Kotaro, 
go to the upstairs room in the inn and 


4 talk to the man with no shirt by the fire 


After you clear out the town, head back toward the gold mine. If 
you recall, you must open a demon bole by using the Red Ring. Go up 
the path, and a new threat confronts you. (@) The Joda demons are 
quick, but you can cut through them with some effort. 

After you defeat the beasts, climb to the cave entrance and get 
into that mine. 
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anolTrs 


tells you of his sick father, who wants a Melon before he dies. The For now, the big concern is Ekei’s 

peasant asks for your help and hands you Chalk. and Magoichi’s dislike for each other; 
This won't change the outcome of the game, but it nets you a if you give a gift to one, it offends 

pretty cool Item. Take the Chalk and give it to Eket. He looks the other. Oyu isn't involved just 


yet, so Kotaro isn't a problem. 


pit. (@) He tells you of an injury be suffered and then gives you a Pick that be can no longer use. 


Items: None 

Gift Items: Dice, Potassium Nitrate x3 

Foes: Jaido, Joda, Gaidorosu, Bazuu, pacing around in front of a Magic 
Gyaran, Oowasha, Beibei Muror. (@) Talk to him a few times 

Magic Mirrors: 2 a a ; and he gives you the Dice. Save your 

Documents: None Fase game and start off to the right, along 


the main path. 


Right inside the mine you find a guy 
f ) SY) 


In the next area you find Magoichi 


hanging Keep your 

around. (@) eyes open for 

You can trade gold lying 
around the 

| caves. Pick up 
what you find. 


Gifts with him 
if you want. 


As you move along, you come across the room where 
you first encountered the Jaido. This time, you meet 
Joda. If you've already met Kotaro, he'll be in the 
sp of a new foe, the Gaidoro. (@) Help bim if 
you see bim. 
If you don't see Kotaro in that area, youll 
meet the Gaidorou in the next area. (Q@) T 
big brutes are tough, but they go down bard 
Kotaro is in a scrape. ifyouuse the ¥, # + HM move with 
either weapon. The Hyoujin-Yart bas a 
better reach to keep you out of 


harnv's way. 


If you trade with Ekei, the Folding Fan 
makes a good Gift. You get a lot of 
Goodwill points for giving it to 
him in the Mines. 


Once that's over, go south at the T-intersection and enter the room where you found the Hyoujin- 
Yari. (@) You find Eket moping on the floor. He's bored. Trade with him if you want. Either way, 
check the north wall near the exit and pick up the Potassium Nitrate near a fallen timber. Return to 
the T-intersection. 


DOWN THE HATCH 


Go north out of the T-intersection to find a room full of Bazuu and a 
couple of Gyaran. (@) The swarm of piggish demons can be a pain. 
Take quick strokes with the Thunder Orb, then block or make 
sweeping attacks with the Ice Orb spear to clear some space. 
Overcome them and proceed. 

The next area bas a few things of interest. One is Kotaro. He's 
hanging out to see if you have any Gifts for him. If you want bis help, 
trade with the boy. The second piece of Potassium Nitrate ts also here, 
to the left of the Magic Muror. (@) Save your progress iFyou need to, 
but definitely Enbance your Hyouyin-Yari to Level 2. You should have 
enough Souls to do it by now. 

In the next area, you find Magoichi battling against Bazuu and 
an Oowasha. (Q) The rifleman does rather well with bis gun, so you 


don't have to expose yourself much. Hang back and attack the Bazuu 
that roll up while your friend blasts away. Kotaro is only one of three points 

Be wary when you reach the other end of the room. A Beibei of interest in this area. 
trap is covering the entrance. (@) This will suck you in and drain 
your health. Approach it from the side and use one Magic attack to 
soften it up. Or, let Magoichi shoot it. 

Once the Beibet is cleared away, trade with Magoichi if you desire. 
Move on to the next area with the strange cover over the demon hole. 
Pass the cover and go into the final area of the mine. () There's a lot 
of gold around here, so snap it up. Grab the third piece of Potassium 
Nitrate before you return to the demon bole cover. 


At the demon hole, stand near the cover and use the Red Ring. zs 
(@) The cover slides away to reveal a bole. Press X and jump down to Magoichi has stumbled into 
find what awaits you below. quite a party. 


Bo Eason: 


All this sparkling yellow stuff will come 
in handy in town. 


A new and tougher enemy is introduced. A variation on an old enemy appears. A strange ramp brings you to the surface. You have a 


conversation with a friend. 


The Gozare is big, but a few combo 
moves will put one down. 


Items: None 

Gift Items: Crystal Ball 
Foes: Gozare, Zedan 
Magic Mirrors: None 
Documents: None 


The audience room ts deserted at first, but get a load of those 


ugly statues. Move forward, and a quick cutscene starts. The 
statues give you a warning and a bit of demonic laughter before 
calling forth a big guy to deal with you. 


This gray-skinned giant with the spiderlike bead is a Gozare. A pair of them 
emerge to try and give you trouble. Use your secret combo moves (with either 
weapon) to smack them down. Put pressure on one at a time, knocking 
it out before the other moves up to sandwich you between them. 

When the second Gozare falls, the door unlocks. Push through, 
and you end up at the bottom of a spiral ramp. (@) Run around 
back and find the lacquered box that holds the Crystal Ball before 
you start up the slope. Take down the Zedan you find near the top. 
He's a sucker for thrusts with the Ice Orb spear. When the creep goes 
down, walk up to the fresh air. 


Outside Gifu CASTLE 


At the top of the ramp, Jubei finds himself in the courtyard of a castle. 
(@) If you've played the original Onimusha games, you will recognize 
this area. There are some differences, like the floating blob that's stuck 
to the side of the main building like a bloated demon tick. Walk 
north, to the main entrance of the castle, and a cutscene begins. 


If you've befriended Kotaro, see number (Q). 
If you've befriended Magoichi or Ekei, see number (@). 


UNDERGROUNDIOURN 
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Kotaro leaps down d 

and apolog 

behavior. He wants to help Jubei 
fight Nobunaga. His village of 
Fuma may also be attacked by the 
dread lord. Jubet seems to accept, 


and Kotaro goes away happy. 


} The sound of a gunshot heralds Magoichi's surprising entrance. He explains why Ekei ts so 
} driven—a tragedy is in the spear-master’s past. Magoichi reveals a cynical side, telling Jubet 
| that defeating Nobunaga will only be temporary. With that fatalistic pronouncement, the 
| stave man leaves. 


Items: Bronze Mask (Right), Herb, Power Jewel 
Gift Items: Incense, History Book vol. 1_ 


Foes: Jaido, Hujaido, Odazouhei, Odahei Sineita 
Magic Mirrors: 1 


Documents: Gifu Keep Tower Map, Demons’ History 


ia Be 


u CASTLE _ 


Go through the main entrance to enter the main 
hall of Gifu Castle. (@) You're not alone. Several 
Jaido and Hujaido are waiting. The Hujaido are 
archers, so run to the area directly under their perch 
and fight from there. Take only a stroke or two, then 
A Soul block to keep safe. When 
Fountain is the ground-based enemies 
nearby, sofeel are done, switch to your 
free to use 
Magic attacks 
A with impunity. the Huyjaido. 


r 


bistedisbedbeiele 


Bow and sneak out to shoot 


Grab the Incense 
and the Gifu 
Keep Tower Map 
from the 
lacquered boxes. 
Direct Jubei to 
the door in the 
west wall and 
push through. 
You find a Soul Fountain bere to refill your Magic 
energy, and a strange cabinet is in the back. (@) 
Approach the cabinet and press X to closely 


examune tt. 


Make the numbers add up Notice that 8 plus the 3 Look at the diagonal of 8 
to 15 in all directions: below it equals 11.Take and 5, That adds up to 13. 
vertical, horizontal, and the 4 fromthe bottomand To makeit reach 15, place 
diagonal. Select the 8. It put it in the lower-right the 2 tile in the lower-left 
can't be placedinthesame ‘corner, underthe3and8. corner. That will complete 
line as the 7 or 9,.so putit That completes one of the two more lines. There's 
in the upper-right corner. missing lines. only one more 
tile to place. 


With all the tiles in the correct order, the cabinet will open and 
youll get the Bronze Mask (Right). Exit the room and go north out of 
the main ball. You end up ina room full of Eket and Demons. (@) 
Remember that you're very near a Soul Fountain, so use Magic attacks. 
When the area is scoured of evil, trade with Eket. He refers to this place 
by its old name, Inabayama Castle. Grab the Herb and press on. 

In the very next room is a Puzzle Box. (@) Crack the puzzle to get 
a shiny Power Jewel. Don't forget to use it. Move to the next room to 
be greeted by Odazoubei and Odahei Sineitai. Tough foes. Waste 
them and save your game at the Magic Muror. (@) 


NAD Ah gh OG 
hee ea 1\| REST IN Peace 
TRIAL =, 

cA ] Press on into the next room and move to 
wig wALwLer ig ww ha the door next to the lacquer box. The 
History Book vol. 1 ts inside the box. In the 
next room, a corpse is slumped against a 
well shaft dug into the floor. (@) The 
spirit of this murdered scout is trapped in 
the evil energies surrounding the castle. 
He has something for you, but you 
need to free him. Pick up the Demons’ 
History in the back. It’s a chilling read. Exit 
the well room and go up the stairs. 


Odahei 


Select the lowest row of Move the upper-right line 
tiles and push it to the left. of tiles down. One more 
move; shift the upper-left ] 

row of tiles to the right, and a 

the box will spring open. 1 


be HAZ PRIMA ’'s Occ 1A1 GTRAT y Cany ay, , 
‘ 4 IMA S STI MWLIAL OJIK LTEGY uy! IpDE 4 (> 3 & 


Ekei experiences a dramatic turn. A 
promuse is fulfilled and an Item received in 
thanks. A small tyrant appears and the 


mysterious woman ts saved. 


Items: Herb, Purify Charm, Bronze Mask (Left), 


A POSSIBILITY OF TEAR 


Did you befriend Kotaro? See the Kotaro section. 
Did you befriend Ekei or Magoichi? See their section. 


Kot aro : : Magoic Ae an a Ekei 


oO 


are a few re When you reach the landing, there's a small 
Musaido and a basket to Jubet's right. (@) Before you can 
investigate, a pack of Musaido drops in for some 


On the landing 


Beibei waiting 
for you. Enter : ’ fun. Eket shows up to belp. When you mop up 


the fray, and Fase. Ae & the bad guys, a cutscene reveals a tragic side of 
Kotaro comes ; the jovial Ekei. 

to your aid. (@) After you clear away the 

threats, the young nirya will stick around for a 

Gift Exchange, if you feel so inclined. 


mors 


On your way to the trapped 
spirit, there is a trio of Hujaido 
archers on the balcony. Below 
the balcony, Magoichi is fighting 
a few Musaido. You can cut 
down the archer demons and 
leave, or you can stick around. If 
you stay, either use the Bow to 
help the rifleman or wait until 
he takes care of his opponents, 
then absorb their Souls. 


A baby cries. That basket bolds the miner's infant daughter. The miner thanks the three warriors for saving ber. Eket is 
| surprised; he bad hoped the daughter was older. Magoichi shows up to laugh at bis portly rival. Suddenly, the baby’s crying 
triggers a memory for Ekei. He explains bow his daughter died in a fire after a battle. The tears roll down his face as be recalls 
the promise be made her, to become a feudal lord and make ber a princess. After the story is told, they leave Jubet alone again. 


A PROMISE FULFILLED 


After the scene ends, take Jubei through the double doors and onto 
the balcony. Go to bis right and dispatch the Hujaido. Push through 
the door next to the ex-demon. 

This small area contains a couple of Musaido. (@) Smack them 
around, then explore. The box contains an Herb. The other door is 
blocked by a Mozun, a Demon Wall. This one won't respond to any 
of the Oni Weapons that you bave, so leave it for later. Grab the 
Purify Charm from the counter. Return to the well room with the 
restless ghost. 

After you fight your way to the well room, get close to the ghost 
and use the Purify Charm. (@) He thanks you and leaves the Bronze 
Mask (Left) in gratitude. Now you can unlock that weird door by the 
Magic Muror. 

Head to the Magic Muror ballway and clear out the Odabet 
Sineitat that pop up. After they're gone, save your game. Face the 
locked door and use both halves of the Bronze Mask. (@) 


— 
T I 


mm 
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You have got Bronze Mask (Left) 


A shrill laugh cuts the air, and Jubei watches Tokichiro, a small samurai, as be postures and threatens the mystery woman. She's 
concerned about Odani Castle, but Nobunaga's vassal (Tokichiro) won't let ber leave. He calls forth a couple of brutish demons, 
and Jubei steps in. Tokichiro ts surprised that Jubei is alive, and reveals that the Oda clan destroyed the Yagyu village. He leaves, and 
Jubet sends the woman away as he fights. 
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These beasts are Baragaidoro, tougher than their cousins, the 
Gaidoro. Back off and use the Secret combos to deal with them. 

Grab the Medicine from the lacquered box before beading through 
the door at the back of the room. (@) 


A fencer of considerable skill makes a challenge. Jubet runs. The 
mystery woman is identified. A prectous gift is exchanged before a 
nighttune ride. 


THE ELEGANT SWORDSMAN 


The cracks in the floor let in the 
red light of molten earth. It's an 
eerie arena, and youll soon 
meet the gladiator. (@) 


Items: Faith Orb 
Gift Items: None 


Foes: Gogandantess (boss) 


A flying sword heralds the arrival of Gogandantess, the greatest swordsman of all demons. He's 
| polite, but weird. Jubet is puzzled by this eccentric’s behavior. One thing is clear: He wants to fight, 
| so you'd better be ready. 


We Bee imendin 
Orb Sword ‘Suggested Level 


Buraitou Level 2 
Hyoujin-Yari Level 2 
Yagyu Armor Level 2 


Blockable? Easy/ Vito ( . ty 
Side Cut Yes 84/120/180 Easy Mode: — 6,500 
Beats ec is 27/110/165 | Normal Mode 8,500 
i | | 

Guard Break No 91/130/195 eee: aS /008 
Kick No 35/50/75 

Jump Cut No 91/130/195 
‘Guard to Revolving Cut Yes‘ S00329777110/165 
Guard to Guard Break No 84/120/180 
Guard to Disembowel Yes 98/140/210 
Vertical Cut Yes 98/140/210 
Pileup Thrust 1S ee 195/190/285 
Pileup Disembowel 98/140/210 


You are not meant to beat Gogandantess yet. This demon is a good swordsman, and he's 


got an impenetrable shield that protects him from most of your hits. You can't, for 
example, bit him with a Magic attack from the Buraitou. 
You simply must survive the encounter, Don't stand there and take bits until it 

ends; you must be more active than that. 

Gogandantess has a fistful of unblockable 
attacks. Every time be winds up for a strike, 
and you see a red glow around his sword, it will cleave through 
your defense. Luckily, his wind-up gives you time to dodge 
The best way ts to bold &2) and use € or % to sidestep away 

The best tactic is aggression. You may not be able to 
block some of this fencing fop’s blade-work, but you can 
interrupt bis attacks. A constant barrage of thrusts and lunges 
from Jubei keeps the creepy knight off balance and unable to do much damags 

The weapon for this job is the Hyoujin-Yari spear. Hold [R2), press #, continue tapping @, and Jubet 
will keep thrusting and giving uppercuts with his weapon. The spear forces Gogandantess to keep bis 
distance and lets you reach him in all areas. You may miss as the demon hops and flips around, but 
don't stop attacking. Holding (82) ensures that Jubei targets his foe; Jubet adjusts to Gogandantess’ new 
position. If your foe Sets ur sev eral shots while doing the thrust maneuver stop Release all your buttons 
and move Jubet around to break the timing pattern. Return to the thrusts to catch him. 


naneuver into a bind. Hold (2) to block, and 


After you hit Gogandantess’ shield 25 times, you mu 
the fencing demon will do an Overhead attack that re in a bind. 


Tap @ rapidly, and a cutscene starts. If you continue to attack, you'll 


nors 


Don't waste too many healing Items on Gogandantess. If you feel the need 
to use more than two Herbs, restart at your last save. Don't let the red- 
and-white Demon rattle you. If you get fancy with your footwork and 
attack timing, he'll carve you like a turkey. 


get the same result. 
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A rope ladder falls from the ledge 
of the arena. The mystery woman, 
offering an escape, calls to Jubet. 
Knowing that Gogandantess can't 
be defeated yet, Jubet runs for the 
ladder. The Demon calls him a 
weak coward and walks off. 


Kot aro 


If the young ninja is your fast friend, there will 
be an additional act to the cutscene. 


A Leap 
Of fAITH 


When you again control Jubet, dart 

through the cave and up the ladder. 

You end up ina smaller courtyard 

of the castle. (€}) The woman 

] Stung by Gogandantess’s taunts, Jubei beads down the ladder. More demons show up, but} stands by a strange metal boulder. 
Kotaro comes out of nowhere to take them on. He sends Jubet on bis way and spies the | Walk up to it and press X for 


woman. As the two leave, Kotaro realizes that be knows who she ts. | another piece of the plot. 


The Sacred Orb the 


: | Press X again while in front of the 
woman wears responds to } Se 

i te" sphere. Jubet fits the Faith Orb into 
the metal sphere. Seeing z 

ane ‘ | the depression on the front of the 

this, Jubei asks to borrow | ot \ ; 

- object, ar another cutscer starts. 
the Orb. She bands it over. Bee CES 


The sphere rattles and shakes, 
then leaps into the air It lands | 
transformed into a metal horse. 
The creature walks to Jubei, and 
his Ont mark glows. This beast is 
friendly. Jubet mounts and tells 
the woman to ride with him. She 
hesitates, then allows bim to pull 
ber up. They ride into the dawn. 
When they reach the stables, 
the woman gives Jubei the Faith 
Orb for saving ber life. She tells 
him that ber name ts Oyu, from 
Odani. They share a hate for 
Nobunaga. Oyu was at Gifu ; 


Castle to try to kill the dread lord. She is taken with Jubeit, giving him a quick embrace before heading into the town. 


A friend is made and a warning 
is given. Gifts are collected and 
Items bought. A final determi 
nation is made. 


AN INTRODUCTION AND A MEETING 


You have a few seconds before another cutscene starts. Start moving away from the 
stables, as if you're headed back to the inn, and the next movie will start. (@) This 


one may have a twist to it if you haven't met Kotaro yet. See the two choices here. 


Kot aro 


If you haven't met Kotaro yet, you'll be 


forced to here. A voice calls out from 


behind the stables. Curious, Jubet finds a 


young nuya banging around. He introduces 


himself as Kotaro Fuma, and Jubei knows of 


him, a young chief of the ninja group 


retained by the Hojo clan. The ninja warns 


him that Oyu is hiding something, and 
) s ce 


promises to find out what it is. 


Now that you've met the young ninja, you can find him on the second floor of the inn. You can trade 
gifts with bim there. 
If you have already met Kotaro, the cutscene will be a little different. 


If you've met Kotaro already, be bails Jubet from behind the stables. The samurai goes over and tells 
him Oyuw's name. Kotaro isn't so sure it’s really ber name; he thinks that he bas seen ber before. The 


nors 


Oyu can now be found on the balcony of the inn, on the second floor. 
You can trade with her as with theotiers. 


young ninja promises to find out more and runs off. 


rag 
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SWEEPING THE TOWN CLEAN 


Now that you're back in town, make a final sweep of the inhabitants. 
Gather a few more Gift Items and use the chance to trade with the 
four characters. 

First, on your way back from the stables, stop in the marketplace 
and talk to the sandal salesman. (@) He's eager to talk; continue 
pressing X. Eventually, he gives you the Comb to make you go away. 

In the marketplace area you see a staggering man ina broad hat. 
He's a monk and has been drinking to belp his meditation. Talk to 


A few words for a fine Comb. 


asses through the 


oe bin three times, and he gives you 
A drunk monk p: 


the Taizo Mandala. (@) 
= Rarketplace as well It's time to go to the store. Head 
Shop Invento ry #1 to the shop next to the inn and find the man who you gave the 


1TEM Melon to. His father is with him. Talk to the father (by pressing X), 
Artwork #16 and he rewards you with the Orange Necklace. (@) 

Artwork #17 Check out the stock at the store. It’s changed again for the 
Artwork #18 final time. The items in stock are as shown in the table. 
Black Pill a nee 

Calligraphy Kit an u (0) T = 

Conch Shell = 

Egg lf you buy everything in the store—and bought 

Fairy Tale Book everything each time the stock changes—then the 

Fudo Leg Guard shopkeeper presents you with the White Necklace. 
Gabishi This is a fine Item to have, so we hope you've been 
Goraishinki diligent about shopping. If you need more gold, 

make another trip to the mine. 


Notice that there are weapons for each of the four friends. As we 
History Book vol. 10 suggested earlier with the Armor pieces, you should buy each one 
Houtengeki and give them out. You get charge-up attacks in return. 


Keimyo Hachimaki Remember to give your selected friend their weapon last and 
Lemon 


follow up with another present to keep his or her Goodwill high. 
Love Potion 


Stick your bead into the inn. If you talk to the innkeeper, 
— he'll offer to sell you a special drink. (0) It's Black Beer, a Gift 
Pandora's Box Item that Magoichi likes. Pick it up if you're trying to curry favor 
Phirangi with the rifleman. ; 
Plant Book Now talk to any of the four friends. They will begin the 
Pocket Watch conversation by saying that a woman is waiting for you in the 
Salt marketplace—and, if it’s one of the men, they'll mention Oyu 
Silver Armor as well. 

Head back to the stables. On the way there, you see that the 
marketplace has emptied, and only a slender woman with bright 
clothes and an eerie parasol remains. (@) Don't talk to ber yet. 

~4{ Continue to the stables. 
Back at the stable area you find 
people loafing about. Many are 


The storekeeper will close up shop soon. 
Get what you want while you can. 


ogling your iron horse. One of the 
spectators has a pack on his back. (@) Speak with bim, and he gives 
you the Glass. 


THE DETERMINATION 


It's time to think about your future. What character do you want hounding your heels through the 
rest of the game? Choosing one doesn't mean you won't see the others for the rest of the game, but 
your prunary friend will play a bigger role. 

As described in an earlier section, the Goodwill rating of the four characters determines which 
one will be the primary. Now ts the time to build up that Goodwill with Gift Items. 

If you aren't making a firm choice about your partner, now is your last chance to trade for the 
armor Items that the characters have. These Items—and who to get them from—are listed in the 


Gifting section. If you want to make a play for a specific Gift Item, now is your last chance. 


Try to get the three Fossilized Bones from the three male characters. They come in handy later on. 


an (Ol) 


You don't have to make a 
choice. You could just randomly 
give gifts and let it fall how it 
may. Or, give no Gift Items and 
have a relatively friend-free— 
and more difficult— game. 


You won't be coming back to the town after you talk to the lady in the marketplace, so now is a good time to direct your future. 


A Quick CHOICE 


It's decision time. Are you in a big bury, 


or would you rather spend a little time In a hurry? Go to page 87 


building up your equipment and 
gathering funds to buy Gift Items? 


Spot 
START 


Sout 


Items: Medicine 


Gift Items: Loaded Dice 
Foes: Bajaido, Hyukane, 
Zedan, Joda, Oowassha, 


Soul 
Spot 


BACK TO THE UNDERGROUND 


You've decided to take a bit of time and enbance your equipment 
before moving on. Take the path to the mine, which ts crawling with 
Bajaido. (@) Fortunately, they tend to give off Yellow Souls when 
killed. Slash your way to the stairs and climb up. 

Make sure you've equipped the Orange Necklace. When using 
this, you'll see floating red spots. These work like the Soul Gauntlets. 
Press @, and Jubei absorbs the Red Souls within this Soul Spot. The 
first one ts right outside the mine entrance. (@) 

When you reach the first chamber in the mine, you'll find a 


familiar face. The guard is pacing around, looking for gold. He gave you Dice last time. Talk to bim 
again, and he gives you the Loaded Dice. (@) Don't forget the Soul Spot. In the next area on the main 
path, you find a miner still bard at work. (@) Talk to him a few times, and be gives you a Medicine. 
Now it's up to you to wander around the mine, killing demons and 
collecting gold. But don't overextend yourself, remember that you'll 


have to fight your way back because the beasts respawn. You meet a 


few new faces as you go. 
Shortly, the creepy buglike demons show up. (@) These are the 
Hyukane. They may be small, but the last one drops a lot of gold. 
The T-intersection has become a Zedan farm. (@) Several pop up. 
Use the Secret attacks on them to keep things in check. It is worth 
fighting, because they give up healthy amounts of gold and Souls. 


This area is now bome to Bajaido and Joda. The three-clawed Joda 
are sumilar to the Musaido, but a little tougher. (@) 

A little farther along, you find an Oowassha. (@) Don't panic. Do 
what you do best, and the nasty demon goes away. The Gyaran in the 


Hyukane 


area may want those Souls, but a well-placed arrow will get them back. 


Back where you fought Ginghamphatts, a trio of odd mechanical 
creatures—the Dorogando—awaits. (@) If you leave 
them alone, they won't bother you. But they do have a 
lot of Souls and gold inside. If you attack, focus Dorgando 
on one at a time. The others won't respond 
until they're bit. Use your Magic. 

The last cavern in the northeast corner 
houses loose gold and a Soul Spot. (@) 
Snap it all up, then fight your way back to 


the Magic Muror and spend your hard- 
earned Red Souls on upgrades. Once that's 
done, sbuffle back to town. 


Items: None A partner is chosen. A demon woman makes threats. 


Gift Items: None 


ABSOLUTELY FINAL FRIEND 


Whether you visited the gold mine again or not, now ts the last 


time to visit the town. It's also a great time to get a lock on your 
primary friend. As stated earlier, the Pair Ring that 
you can buy from the store will give a big boost of 
Goodwill with everyone except Eket. 
It's very expensive, so make another 
withdrawal from the gold mine. 

Use the chart in the Gift 
Items section of this guide 
to belp you make the 


proper offerings. 


Who's it gonna be? 
Build up Goodwill with Gift Items to 
choose your primary friend. 


It's time to get on with your quest. Say your goodbyes, save your game, 
and go to the marketplace. (@) Take a gander at the odd parasol that 
woman is carrying, Step up to ber and press X. Brace yourself. 


That's an ugly lady! The demon Jujudormah is devoted to Nobunaga, though who knows if the feeling is mutual. Jubei notices a 


Sacred Orb stuck to ber handbag as she talks. It seems she wants to remove any impediments to her love's rise to power, and that 
includes the Oni-woman Takajo. Jujudormab tells the samurai that she's off to Yagyu village to kill ber. The chase is on. 


L 
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You are automatically transported to the village. 
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Items: Power Jewel. A moment is taken to 
pe SERRE NDEI explore. The house is 


Gift Items: Abacus, Kaleidoscope, Fork, 
Oolong Tea, Wasabi _ 


overrun. Pieces of art are 


found. Souls are absorbed, 


and Gift Items collected. 


Documents: Four Guardians (Right), 
Four Guardians (Left), Artwork #10 


agyu village is a dismal wreck. Takajo is 
in trouble, but we suggest a detour. Notice mM OTS 
the broken gates behind Jubet, and suck 
up the Souls from the Soul Spot. Save pam 
your game at the Magic Muror. Return to 
the gates and press X to go through. (@) 

Once through the gates, you 
are in Jubei's house. Run 
through the courtyard and go to 
the closet. Clear away the shojt 
screens to get the Abacus from 
the lacquered box. Now follow 
the long hallway to the Puzzle 
Box. (@) An Odahei Sineitai 
blocks the way, and more of his 
buddies show up—spend the 
time to clear the area before 
attempting the puzzle. 

You've faced Odahei Sineitai 
before, but they are deadly in 
close quarters. If possible, 
concentrate on one at a time 
and take it out. This makes your 
path less cluttered with 
homicidal demons as you battle. 

Grab the Kaleidoscope in the lacquer box, then head to a 

| disheveled room in the west. (@) Head to the back; a tapestry 
depicting two skulls hangs on the wall. Slice it open to reveal the 
Four Guardians (Right) document. Don't forget to grab Artwork 
#10 On your way out. 

Dart to the kitchen. (@) Rats bold sway on the larder, but 
you can still get the silverware. Smash a barrel, then grab the Fork 
from the lacquer box. Hop up the step to the north and go 

4+ through the door. 
The living quarters crawl with Odabei Sineitat, with an added bonus of Odabei Yumi. Before searching for Items, clear away the 
demon scum. (@) You're safe from the Odahet Yumi in various parts of the yard, but you should rush the bowmen and eliminate them 
before dealing with the Odahei Sineitat. 
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ts ir << After you sweep the area clean, gather the 
afl, (0) r= Four Guardians (Left) document, the 
Oolong Tea, and absorb the Souls from the 
Soul Spot. Don’t forget the Wasabi in the 


If you need to look at 

the Four Guardians z 
(Right) document, it's comer of the grass. 

in your Inventory under You're finished here for now, so fight 


File, under Picture. your way back to the broken gates and 
push through to where you started in Yagyu 


village. (@) 


Odahet 
Yuu 


THe PATH TO TAKAJO 


In Yagyu, a friend helps move things along, Jubei arrives too late. 
Items: Ring of Takajo Takajo reveals a secret. Jubei swears an oath and gets bis mother's ring. 
Gift Items: None 


Foes: Odahei Sineitai, Odahei Yumi, > 
Talia cans tos ok GETTING TO HELP 


Magic Mirrors: 1 _ The point of that detour to Yagyu was to collect Gift Items that soon 
Documents: None may be of use to you and to grab some Red Souls to pump up your 
Buraitou. Assuming that 
you're close to Level 3 with 
that Thunder Orb sword, go 
to the Magic Mirror and push 
it over the edge to maxumumn 


enhancement. (@) 


START 


When you go down the stairs, the Odabet start appearing. There 
are Odahei Yumi, so rush these archers first, then take care of the 
Odahet Sineitai. (@) When you're done with them, go through the 
gate and into the next area. 


Is Oyu your primary friend? See her section below. 
Is Kotaro your primary friend? See his section below. 
Is Magoichi your primary friend? See his section below. 
Is Ekei your primary friend? See his section below. \ow 
If you do not have a primary character, see Friendless on page 91. : 


When you cross the small bridge, a gaggle of demons appear as Kotaro watches from a rooftop. (@) 
Before he can join in, Oyu appears and saves Jubei from a crushing blow. She beard about Jujudormab's 
threat and came to help. She tells Jubet to go abead. Ignore her and fight the demons. After you 
destroy them, talk to Oyu by pressing X. She tells you to move on. You can't exchange gifts now, so take 
her advice. 


Kot aro 


When you cross the small bridge, a 
bunch of demons appear. (@) 
Kotaro shows up, and after a jaunty 
salute he joins the fray. The two of 
you make short work of the 
creatures. After the brawl, talk to 
Kotaro by pressing X. He reminds 
you that Takajo is in danger. You 
can't exchange, so scat. 

As soon as Jubei slides through the door, Kotaro hears something. Leaping to a roof, be watches Oyu following the path. She calls for 


Jubei and goes on, leaving Kotaro to ponder what's going on. 
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After you cross the small bridge, a group of demons arrive. (@) 
Engage them in battle, and Magoichi comes in to help. His five-barrel 
gun (which you gave to bim, right?) cuts through your foes in no 
time. Once they are all down for good, talk to the rifleman by pressing 
X. He assures you that things are under control bere and that you 
must burry to help Takajo. Move it. 


Ekei 


When you cross the small bridge in this area, you are ambushed by a 
quartet of demons. (€@) Never fear, Eket appears. He lends a band as 
you cut through the monsters. When they're gone, talk to bim by 


pressing X. The spear-master doesn't think this is the best time to 
talk. You can't exchange now, so move on. 


yy Saw 
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If you have no primary character, the small bridge area will be somewhat different. You face a couple of 
Zedan and Huyjaido. (@) The Hujaido, the archer demons, will be a hassle. One is on the roof and can 
be destroyed only by a shot from your Bow. If you want, you can simply rush through the beasts. 


FINDING TAKAJO 


F ‘ Without a friend, you see 
| There's a Soul Spot over the Dragon Shrine for you to different creatures. 


absorb. (@) Once that's done, bop over the stepping 
stones and enter Takajo's cave. You face Joda as you 


go, but they offer only token resistance as you push 
through. Go through the door to Takajo's pond. 
When you enter, a long series of cutscenes begin. 
Settle in for a few pivotal plot points. (@) 


With a flick of one talon, Jujudormah slices Takajo's throat. Jubei was too late. He rushes to the 
fallen Ont woman, who says her goodbyes to Jubei, ber son. 


Oyu shows up, and the samurai explains that Takajo claimed she was his mother. 

We see a flashback to when Jubet's father met Takajo. She fell in love with the elder Yagyu at 
first sight. They produced a son, Jubet. 

Jubei tells of how the Yagyu clan's job is to fight the demons when they rise. The Oni, of 
which Takajo was one, warred with the demons a long time ago. The evil demons won, and the 
Oni were scattered. Jubei is skeptical that he's part Oni. However, he takes on the responsibility 
of the Ont warrior and swears to destroy the demons. Oyu leaves him to his thoughts. 


L 


When the scene ends, notice a flashing light on the ground. Stand over it and press X to pick up the 
Ring of Takajo. This will come in handy in a moment. Tuck it away and make for the door. 


It's not much of a legacy, but the ring 
will help you in your quest. 
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A possible meeting 


between friends. A new 


piece of jewelry, perbaps? 


Gift Items: None A puzzle solution leads 


Foes: Hyukane, Zedan, Hujaido, Jubei down. Two traps are 
Odahei Sineitai, Odahei Yumi sprung and escaped. 


Magic Mirrors: 1 
Documents: None 


GOING Home 


Return to Jubet’s house. 


Run through the cave path, 
and you meet some 
Hyukane. (@) The creepy 
buglike things can be a 
pain. 

Once outside, you may 
find one of several people 
depending on who your 


primary friend is. 


Is Oyu or Kotaro your primary friend? See their section below. 
Is Magoichi your primary friend? See his section below. 
ls Ekei your primary friend? See his section, page 93. 


Oy “uor Kot aro 


Strangely enough, if either Oyu 


or Kotaro have the highest 
Goodwill, the same thing 
happens. Once you bound across 
the stepping stones, you meet 
Kotaro on the shore. He gives 
you his condolences if you talk 
to him, and you can exchange Gift Items. However, if you're trying 


to keep Oyu as your friend, it's better to pass him by. 6 cae ; 
There's 4 special Item waiting for friends of Magoichi. 


Hop across the stepping stones to find the rifleman 
waiting for you on the 
i ) 


Saunter over to the Dragon Shrine and notice the cracked rock 
wall to the west. (@) Stand near it and use the Saiga Bomb. Jubet 
plants the explosive, and it blows open the wall. Inside is a lacquer 
box. Open it to get the Green Necklace. This allows you to see the 
invisible Demon Treasure Boxes. Equip tt right away, and you can get 
a Secret Medicine from a box nearby. 


Your first invisible Demon Treasure Box. 


After hopping over the stepping stones, you meet Ekei. 

iS = , , , , 
He consoles you for the loss of Takajo. Trade with him if 
you want. He mentions that he saw a demon lady go 
into your house. 


Jurnel’s House 


Fight your way back to Jubei's house. The worst part is the area with Zedan and Hujaido, the archer 
demons. (@) You have a couple bruisers and those pesky arrows to deal with. Charge the one on the 
ground and get rid of him first. Then alternate between striking the Zedan and blocking the arrows. Or 
just dodge through and out. 

After smashing away any Odabhei Sineitat resistance in the open 
area, save your game at the Magic Mirror and head into the house. 
(@) Cut down any Odahei Sineitai you find, then scamper to the fire- 
pit room to find an ornate cabinet, and possibly a friend. (@) 


Did you befriend Oyu or Kotaro? i, 


See their section below. f 
If you didn't befriend either of them, | 
turn to A Brief Underground. 


When you reach the fire-pit room, Oyu is sitting next to 
the cold hearth, looking sad. She asks Jubet if he's alright 

with discovering that his mother was part of the Oni clan. 
She follows up with a cryptic question about stepmothers 
but doesn't explain. Oyu leaves Jubei slightly confused. 
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You found the cabinet; take a look at it. The avai Ca Tein Teor V7 a @ VS 
the cabinet; yyy i ag gh gS aT IM as 

ornaments seem to resemble the Ring of Takajo, TP) N OWV. 

don't they? Use the Ring, and it slots into place, | ] KA © l/ & Ci \) 

opening the cabinet insid are four discs with “et % CAA LI ) Na) 7 aa U) 

° iS Ce et. Inside are four discs w ? O) 4 J 2 AW 

images on them. It's a new puzzle. (@) LAs wt WG NL LA i Ky 

The hearth moves away, and the cabinet - 
spews out a ladder (using a rather cool set of 
clockwork gears). Climb down the ladder into a 


tunnel. (@) 
Follow it until a 


ty 


“ 


ORAS! 


cutscene shows 


Jubei avoiding a 
sptked-pit trap. 
(Q) You're First check out the Four Now examine the cabinet Spin each disc until the 
stuck on one Guardians Art in your face. Move the four discs correct creature is 
side, but don't Inventory under File, then with colored animals on showing, and presto! 
worry; Jubet ts Picture. Note the colors of them so that they match You've solved the puzzle. 
an athletic the animals and their the picture in the Four 

samurat. Press positions, Guardians Art. 

®, and he 
jumps to the other side, hanging 


¥ 
rae: 


from the edge by his fingertips. Press 
SE) i : 
® again, and he hoists himself up. 
Continue along the path, and 
you come to a series of cords that 


block your way. A quick slash cuts 


through them. It also starts the next 

trap. (@) —_— ee 3 
OK, don't panic. Tap to spin A quick cut... ...and the horrible, spikey, spinning 

around and run back toward the thing starts to chase you. 

pit. Don't stop. Leap over so Jubet bangs on the other side, but do not pull yourself up yet. Let the 


sptkey blades pass over the pit, then press %. Jubei pulls bimself up. Immediately tap again, then & 
so that he leaps back over the pit. Quickly press ® again to haul bim out of the bole, and run down the 
passage. Duck into the tight ball at the end and you'll be safe. (@) 


Hang there as the spinning sharpness Pull Jubei out, turn him around, 
passes over you. and jump back over. 
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LLEY frORAY 


Jubet negotiates a treacherous ledge and a treacherous 
bridge. Friends appear, with one exception. A new 
SS 


weapon is found and enbanced. An Item ts procured. 


You begin ona FT a Fhe 
narrow path against mi OF: vas 

a cliff. The air is Re ‘ 
foggy and dense, and , 
the demons show up 
any minute. Save 
your game at the 
Magic Muror and 
head off. You come 
to a ladder. Deal with 
the beasts that show 


up, then face the 
ladder and press X 
to climb up. (@) 


On the next 


switchback you see a green Demon Wall, a Wind Mozun, protecting a 
niche in the cliff face. (@) You can't open it yet, but be patient; youll 
be able to soon. Continue to the next ladder and climb up. 


A third ladder brings you off of 


the cliff and to a very narrow bridge 
There are treasure boxes 

along the path that Jubei can't 
open. Don't fret. If you've 

been kind to Kotaro, you may 
get a chance to see what's 

inside. Only the young ninja 

can open those boxes. 


spanning a gorge. Start across, and a 
bunch of Gozare appear to make 
your life difficult. Luckily, you may 


get some help. (®) 


Bridge fights can be nasty, especially 
against these heavy hitters. 
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Get onto the bridge and tackle the 
Gozare out there. Another appears 
behind you, but don't panic; Magoichi 
shows up and engages the enemy. His 
firepower makes short work of those 
enemy. When all the creeps baddies, so don't rush into danger. 

are gone, trade Gift Items When all the creeps are gone, trade 
with the lovely lady. Absorb the Soul Spot at the other end Gift Items with the guy. Absorb the Soul Spot at the other end of the 
of the bridge and continue. bridge and continue. 


( ) y u 

Cc 
Get onto the bridge and 
tackle the Gozare out there. 
Another appears behind 
you, but don't panic; Oyu 
shows up and engages the 


ef nors 


Get onto the bridge and tackle the Gozare out there. Another appears If Kotaro is your primary 
character, he will not meet 


you on the narrow bridge. 
Don't worry; he shows up 
soon. If you have no 
primary friend, you face 
the narrow bridge alone. 


behind you, but don't panic; Ekei shows up and engages the enemy. When 
all the creeps are gone, trade Gift Items with the big guy. Absorb the Soul 


Spot at the other end of the bridge and continue. 


—— 
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A Bit Of BACKTRACKING 


After you pass the bridge, grab the Herb from a box partially (ore 

hidden under a bush. The Fog Valley Map waits in another box a 

next to a Dragon Shrine. (@) This shrine holds the Wind Orb, —— 
called the Senpumaru. Absorb the Soul Spot | i 


floating nearby, then use the Magic Mirror to i) anveae - ~ 
enhance the Senpumaru to Level 2. c) 9 Did you save all those Red Oni Souls? 
A broken ladder is next to the Dragon Use them on the Wind Orb. 


Shrine. Jubei can't negotiate it. 


Now that you have the Wind Orb sword, go back and take care of that Wind 
Mozun. Return to the steep cliff—you must fight your way back unaided— 

and strike the Mozun with the Senpumaru. (@) After it bursts, pick upa 

little statue called Nobunaga's Knowledge. Return to the Dragon 


Shrine area and save your game at the Magic Muror. 

: On the way back, if you have sufficiently high Goodwill 
swith Oyu, she'll be on the bridge to help deal with the 
Gozare. When the battle ts over, talk to ber, and she gives you 


an Herb. You can also trade at this time. 


Oyu is happy to help. 
Talk to her for an Herb. 


On the way back across the narrow bridge, you face a couple of Hujaido with their 


Bows, and a Gozare. The best tactic is to 


mply charge to their side of the bridge 


he Senpumaru. Its twister destroys the archers with 


tk 


h to a more powerful weapon for the ‘ 


THE FOGGY PATH 


Now comes an interesting time in the game. Depending on the 


i ; g : — 
Goodwill scores of the four other characters, you may end up an (0) TI = 


controlling Kotaro for a time. To determine if you're going to or not, 
be You could end up controlling 


Kotaro no matter who your 
primary character is. Don't flip 


- out if you've been trading gifts 
or not you see a demon on the path. If there is none, then you will with Magoichi and suddenly 


take Jubei onto the path past the Magic Mirror. The first stretch is 
infested with Bajaido Demons. (@) Slaughter them and press on. 
The next portion of path is forked. What's important is whether 


control Kotaro and should proceed to Kotaro’s Turn. If there is a start playing as Kotaro. 


strange floating creature that looks like a bloated seaborse at the fork, This first section ts just a straight-up 


then you will not control Kotaro and must go to page 103 for guidance. (@) brawl with the Bajaido 


A maze baffles Jubei. Kotaro Items: Blue Bracelet, Red Wedge, Medicine, 


comes out to play. He finds a Roga-K 
-Kunai, Blue W 
Phantom Realm and a crucial Pein shined 


Item. Kotaro takes the “ninjas Gift tems: None _ : 
Foes: Bajaido, Jaido, Musaido, Joda, Zedan, 


only” shortcut. 


Jupei Gets LOST 


You come to a fork in the forest path, and it is empty of hostile demons. 
Take either the left or right fork; it does not matter. (@) You come out on 
a straight stretch of path with more Bajaido waiting to stab you. Cut 
through them and move on. 

Another fork in the road awaits. 
Again, take either path. A third set of 
Bajaido are there to greet you. Cut 
through them and press on. After you 
face and choose a third fork, a 


cutscene starts. 


Go either way. It all leads 
to the same place. 


THe RED PHANTOM REALM 


You appear in the small arena of the multitiered Red = 
Phantom Realm. It’s not large; you must fight through ral OTS 
only five levels. However, it gets bairy down there. We 
prepare you with all the info on what creatures you'll 
meet and what items you'll find on each level. 


When you clear a level of enemies, two shafts of light a level, the number of each type may 
appear; one covers the bare floor and the other covers a change. For example, you always face a 
decorated circle on the floor. The bare floor shaft takes total of eight enemies on Level 2, but 
you all the way out of the Phantom Realm, nullifying any one player may see three Joda and five 
progress you've made. Musaido, while another may see four 
The light over the Joda and four Musaido. 
decorated circle takes Enemies: Jaido x 12 


To move to the next | 
shaft of light over the ornate 
circle and press X. 


jump up high walls with little effort. On the next switchback you find another 


level, stand in this 


Our intrepid hero is lost in the 
maze of forest paths. It looks grim. 
However, back at the cliff path, 
Kotaro shows up and puts his nose 
to the ground. He figures that Jubei 
went east and may be walking into 
a trap. It's up to him to save Jubet. 


You're now playing as Kotaro. Review the section on the ninja’s moves and 

attacks appearing earlier in this guide. It's also a good idea to save your game. 
Walk over to the gray treasure box and pop it open. You find the Blue Bracelet. 

(@) This allows Kotaro to absorb Souls, just as Jubet can. You don't have to equip 

it; just press @, and he sucks up the demon energy. Now you're ready to kick butt. 
Fight your way to the first ladder and hop up. Kotaro is very fast. Plus, be can 


Kotaro-only treasure box. Snap it open to get the Red Wedge. (@) 

Scramble up the next two ladders to reach 
one end of the narrow bridge. There's a strange 
spot on the ground that glows red—and you just 
got the Red Wedge. (Q) Stand directly on the spot 
and use the Wedge. Press X while standing in the 


shaft of light that appears. You are asked if you want 
to get sucked down. Say yes. 


The total number of enemies on each 
level is the same each time. However, if 
more than one type of demon populates 


you farther down. 

3 Notes: Not all 12 Jaido are there at 
once, and that's a good thing. 
Kotaro is quick enough to tear 
through these jokers, but don't get 
too cocky. Try to keep them in front 
of you. If you become surrounded, 
you're in trouble. 


Enemies: 8—Musaido and Joda 


Notes: Again, the demons here can 
be cut down with relative ease if you 
concentrate on one at a time. Use 
Kotaro's combos to make short 
work of each enemy and prevent 
yourself from being surrounded. 


Enemies: 8—Bajaido and Zedan 


Notes: This is a good time to use 
Kotaro's Fuma Magic. Press 4 and 
circle around behind a Zedan. Don't 
linger by the image of Kotaro, 
because that's what they attack. 
Take out the Zedan quickly, then 
target the Bajaido. Even without 
Magic, youcanusethe+, * + @ 
attack to put down the big Zedan. 


Enemies: Bajaido x 11 
Items: Medicine 


Notes: A little tougher than Level 1, 
because you're facing the Bajaido 
now, but Kotaro is up to the task. 
Stay where you start for a moment 
and let the creeps come to you. They 
usually don't charge together, so 
deal with them in small chunks. 
Grab the Medicine from the box and 
go to the next level. 


Enemies: Musaido x 7, Gaidoro x 1 


Items: Roga-Kunai, Blue Wedge, 
Red Stone Pole 


Notes: Immediately run for the 
boxes. Flip them open and get the 
Roga-Kunai. Equip them and use 
those blades against the foes on this 
level. Attack the Gaidoro first; he's 
your main concern. Then go after 
the Musaido. When it's clear, grab 
the Red Stone Pole, which is 
flashing off to one side. You've 
completed the Red Phantom Realm, 
so ride the single shaft of light back 
to the surface 


| 


HALEWAY THERE 


Scuttle across the narrow bridge, destroying a couple of Musaido 
on the way, and head into the 
Dragon Shrine area. Use the 
Magic Mirror to save your 
game, then look at the broken 
ladder to the right. (@) It may 
require a bit of maneuvering, 
but get under the ladder and 
press X. Kotaro leaps up and 


heads to the river area. 
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River RUN 


A stone-covered path follows a river 
filled with a few waterborne demons, 
the Battobone and the smaller 
Battoyatka. (@) Wade in and take 
them out with your blades. Then 
check out the small dock. A Kotaro- 
only treasure box waits at the end. 
(@) Pop it open to find the Stealth 
Costume. Go to your Inventory and 


then to the Armor section to equip your newfound clothing. 


PRAIRIE AND SWAMP 


Past the river you find a grassy area with a Mozun blocking a nook in the rock wall. Kotaro can’t affect 
the Demon Wall, so pass it by. (@) He can affect the Bajaido that show up, so start fighting. After 
CATIA them away, move on. 
The swampy area houses more of the Batto family. Splash after them to clear the waters with your 
Roga-Kunai. Once that's done, step over to the odd statue next to the Magic Mirror. (@) This is what's 
keeping you from helping Jubei. You still need something more, so save your game, then wade through 


the swampy water and through the gate at the other end. (@) 
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A watery place yields watery foes. 
A nice new jacket ts found. A 
path is blocked. A portal is 
opened. Kotaro prevails and 


opens the way. 


THe BLtue PHANTOM REALM 


Turn to Kotaro’s right when you get through the gate and you spot a 
familiar sight. A pool of light, this one blue, is on the ground. Stand 
on the light and use the Blue Wedge to open the Blue Phantom 
Realm. (@) When it’s open, press X to get inside. 

You appear in the small arena of the multitiered Blue Phantom Realm. This one has only five 
levels, like the Red Realm. However, this one’s a little tougher. Hang on to your Fuma Magic until you 
reach the final two levels. Following is information on each level and what you'll find there. 

When a level is cleared of enemies, two shafts of light appear; one 
covers the bare floor, and the other covers a decorated circle on the floor. 

The bare floor shaft takes you all the way out of the Phantom Realm, 
nullifying any progress you've made. The light over the decorated circle 


takes you farther down. 


Level i] 


Enemies: 12—Bazuu and Gyaran oa ec _ Enemies: Hyukane x9 


Notes: To begin, let the Gyaran drift 5 i TR re #4 Notes: These evil bugs are suckers 
closer to each other. Hold ® and yr <4 forthe ¥, ¢ + @ attack from 
press (13) to throw a few Shuriken eh . 7 Kotaro. One of those combos 
and knock them out of the sky. The KS : f stomps them flat. Only attack when 
Bazuu cause trouble with their spin ‘ee < their carapace is closed up; don't 
attack. Make sure to block when ar) : attempt the combo when they're 
you're in a crowd of them, and } : spinning. 
attack when they pause. 


Enemies: 9—Gozare and Hyukane Enemies: 10—Bazuu and Oowassha 


Items: Medicine Items: Blue Stone Pole 
Notes: Treat yourself to a Magic 


Notes: Don't use up your Fuma Magic attack by pressing 4. Attack the Notes: You won't be using Kotaro again, so line up 
on the Gozare. You can use the Oowassha first off. Once it's out of a shot and fire off all your Shuriken at the two 
combo kick to keep it unbalanced, the way, then you can concentrate monsters. It takes time, but it helps you stay 
and alternate with blade strikes. on the Bazuu. healthy. Remember to move back every now and 
The Hyukane are once again then, because each throw pushes Kotaro forward. 
vulnerable to the combo. Get the Once you're out of Shuriken, use the Fuma Magic 
Gozare out of the way before dealing and attack the Baguwassha until he topples. Grab 
with the bugs. the Blue Stone Pole and ride the light out of there. 


Baguwassha 


A few fights on a forest path. A 
prank ts played on a samurat. The 
way ts shown, thanks are given, 
praise ts taken. 


SAVING JUBEI 


Head back through the gate to the swamp. Hack away at the 
fishy Batto demons as you plod through the water, then 
save your game at the Magic Muror. Next, face the pillar 
blocking your way and use the Red and Blue Stone Poles 
(@) Kotaro will insert Ips START 


them into the pillar, 


shutting it off. 

Go down the newly opened path to meet up with Bazuu and an Oowassha. Let the Bazuu come to 
you, the Oowassha bang back. Clear out the spinning pigs as much as you can before tackling the big 
yellow guy. Use a bit of Magic if you need to, but a few combo moves will do the trick. (@) Continue 


along the path, and a cutscene starts. 


Jubei is still wandering lost when a high-pitched voice comes out of the fog, It startles the samurai, 


who demands the speaker come forward. It turns out to be Kotaro, playing a joke on the stoic 


The Bazuu comes after you while the 
Oowassha watches. 


samurai. The ninja leads Jubei out of the forest maze. The older man is thankful, and Kotaro seems 


embarrassed by the praise. He leaps away, leaving Jubet by himself. 


mors 


You're done controlling Kotaro. 
Now turn to page 104. 


Kotaro has left Jubei with the Blue Bracelet. All the Souls you collected 
while playing as Kotaro will be transferred to the samurai. Bonus! 


Jubei follows a forest path. The forks in the road are treacherous 
and repetitious. Becoming lost is always a possibility. 

A once defeated foe looks for more defeat. Jubet’s friends 
might lend a hand. He may talk to one of them, be may teach 
a lesson. A puzzle is solved and the path to revenge ts opened. 


THE FORKS 


section of forest path. 


becomes one path. Follow it. 


THE FINAL SECTIONS 


When you destroy that second Kechacha, you can proceed to another 
straight section of path. This one is populated with Hyukane. (@) 
Fight them or simply dodge by and get to the next area. 

The final fork is guarded by the massive Baigozare and the tough 
Dorabyukane. These two demons are the more dangerous versions of the 
Gozare and the Hyukane. (@) Unless you're very confident in your 


fighting abilities, dodge around them and head straight for the Kechacha. 


Use a Magical attack from the Wind Orb, and you're on your way. 


You've gone into the foggy woods, fought some 
Bajaido, and at the first fork you've spotted a 
translucent creature floating among the trees. (@) As 
mentioned earlier, it looks like a bloated seahorse. This 
is a Kechacha, and it controls what you see on this 


Swipe at the Kechacha with your Buraitou until Jubei nails it. As 


soon as it goes down, the forest shimmers. The fork in the road 


The next section of path is straight, but it houses the floating Gyaran 
and the wily Joda. (@) Smack them around or dodge past them. 

The next section ts another fork in the road. You see a Zedan and a 
Kechacha at the back. Take a few steps in, and Joda appear. (@) Here's 
the thing: The Kechacha disappears after a short while. Get rid of this 
creature as soon as possible. The easiest way to do this is with a blast 
of Wind Orb Magic from the Senpumaru. Dodge past the other freaks 
and settle under the Kechacha. Press &, and the Kechacha falls. (@) 
As soon as it goes down, all the demons on that section of path fall 
and disintegrate as the fork in the road disappears. 


If you don't get the 
) 3 
Kechacha, you must take 
one of the forks. Both loop 
back to the section of path 
with Gyaran and Joda. You'll 
then have to try again. 


This is good positioning for attacking 
that Kechacha. 


Try to avoid using any other 
Magic attacks. You want as 
much Magic energy as possible 
for the next big thing. Also, 
keep the Purple Souls at four. 
Don't transform into the 


] 


Onimusha while you're on the 
forest path. 


Two-Handed Side Swing 
Two-Handed Swing Sweep 
One-Handed Swing Sweep 
Sweep Up 

One-Handed Pound 
Two-Handed Pound 
Two-Foot Stomp 

Two-Foot Thrust Stab 
Backwards Facing Swing Attack 
Lunge 

Tree Rush 


more power you bring to bear, the better. Having four Purple Oni Souls will also be a benefit; there's a 
chance that Ginghamphatts will spout at least one Purple Soul and allow you to transform into the 
Onimusha. With luck, he'll give off so many Purple Souls that you'll be able to transform more than once. 


see yOu again, 


Yes 
Yes 
Yes 
Yes 
Yes 
Yes 
Yes 
Yes 
Yes 
Yes 


Yes/No (see text) 


Run down the clear and open stretch of path. You come across an old enemy who's itching to 


GINGHAMPHATTS: ROUND 2 


196/280/448 
231/330/528 
287/410/656 
259/370/592 
315/450/720 
280/400/640 


~- 189/270/432 


168/240/384 
217/310/496 
294/420/672 
210/300/480 


He also spews a few Blue Oni Souls to replenish your Magic. 


Many of bis attacks will be familiar to you from the first fight. You'll be able to block most of the 
attacks. You can deflect every individual attack he makes with bis ax. However, tf he combines a Swipe with 
a Pound, you can block the swipe, but the force knocks your defense away, leaving you open to the Pound. 


We Re commen f eee 


takes a shine to the 


Get ready for a tussle. | 


i ad 


: 
Jubet dodges an attack, | 
then watches Jujudormab | 


descend from above. She 


samurat, saying she'll play 
with him behind Lord 
Nobunaga's back. Just 
then, Ginghamphatts 
shows up. He's got an ax 
to grind and wants to do 
it on Jubet. Jujudormah 
eventually relents, 
predicting that ber 


demon cousin will lose. 


Orb Sword _ Suggested Level 
Buraitou Level 3 
Hyouyin-Yari Level 2 
Senpumaru Level 2 

Yagyu Armor Level 2 
Vitality 

Easy Mode: 10,000 
Normal Mode: 14,000 

Hard Mode: 18,000 


Ginghamphatts ts a glutton for punishment. He's a 


bit bigger, yes. He bas an ax instead of a pick, yes. But 


with our advice and your knowledge, this little piggy 


is going down. 


You'll want a lot of Magic energy and four Purple 


Souls going into 
this fight. The 


When the fight gets underway, open a can of Magic attacks and pour them out until you're empty. 
Immediately hit bim with everything you've got. Gingbamphatts reels back after each Magic assault. 
Suck up the Souls be releases, then pound into bim with another Magic blast. Empty all your weapons. 
If you're lucky, be spits out some Blue Souls so you can use a few more Magic attacks. 

When your M 


Ginghamphatts (yes, we said stay close), use the Burattou's Secret Combo, and hit @ at the end to add 


¢ energy runs dry, you must use a hbit-and-block tactic. Stay close to 


the sweeping cut. If you pull it off, the attack makes him stagger. Hold to defend against his 
retaliation. Continue this until be starts using bis Tree Rush. 


Ginghamphatts jumps into the air and into cover among the trees on either side of the path. Then, 


9e rushes from his cover, attempting to crash into you. He disappears 


into the foliage again and repeats this several times. Right before be 
oursts from the trees, you'll see leaves falling from the area he's about 
to rush out of. Get out of the way! 

Stay positioned so that Jubei can run up and down the path (not 
side to side); rush away from the leaves if you see them falling to 
Jubei's right or left. Be aware that Ginghamphatts can also run in 
diagonals, so run a distance before stopping to ensure that you're out 


| 


of his range. If you're in bis path, try to block. If you're not directly in 


ris line, stave off the first bit, which brushes you out of the way. If 
you are right in bis path, then block the first bit, but you'll just be 
trampled as be continues on. 


After a few passes, the big brute slams into a tree, accidentally 


odging his ax into the trunk. This momentarily heralds the end of his 


tack him as he tries to yank bis 


Tree Rush and gives you a chance to 


ax free. 


efore, one of the four characters 


A 


youve met may come to your aid u 


necessary. Whichever one you've befriended 
shows up to lend a hand. (If you baven't 
given any gifts, you're on your own.) If 


they arrive, let them draw fire and 


knock some Souls loose from 
Ginghamphatts. Don't let them 
distract you, however. Stick to 


the tactics described above 


even if a partner comes along. 
Once Ginghamphatts falls 
and swears he'll be back 


) he disintegt ates, 


leaving behind a ton of 


» \ Souls and Nobunaga's 


1. Run out of the for 


and leave the beast behind 


Ket 
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The swamp may be a fighting ground. The 
prairie may be a fencing strip. The river could 
hold a message. 

Items: Nobunaga's Dignity, Medicine 

Gift Items: River Fish, Tube for Pigeon Leg 

Foes: Battobone, Battoyaika, Hyukane, Gozare 
Magic Mirrors: 1 

Documents: None 


THE SWAMP 


Py rer eS 


If either Magoicht or Eket ts your primary friend, 
you see a cutscene with the two men brawling by 
the swamp. Magoicht gives Jubet bis condolences 
about Takajo. Eket, however, accuses the rifleman 
of working for Nobunaga. Magoichi neither 
denies nor confirms it. They walk off in a buff. 


Whether or not you see the two men, save your game at the Magic Muror and do a little enbancement. (@) If you controlled 
Kotaro, you'll have several extra Red Souls to pump into a weapon. You probably don't have enough to pump anything e 


to Level 3, but give it a try. You can also bring your foot or arm armor up to Level 2. We suggest concentrating on a we 


After you finish (or even before), you deal with some Battobone and Battoyaika. Once they're clear, head to the 
up the stone steps to the prairie. 


¢ 
an 


Is Ekei your primary character? See his section, page 
If you have no primary character, turn to the bo! 


Up on the prairie you find Oyu standing in the path. (@) Pass ber by 
and check out the Mozun. Smash it with the Buraitou and pick up 
the statue called Nobunaga's Dignity. Now turn back and talk to Oyu 
by pressing X. She wants a fencing lesson. Agree to the exercise. 
e i S S 

The exercise has four stages. First, you must dodge or block as she 
strikes at you. When she takes a normal swing, simply bold &2) to 
block. If she charges up ber weapon, run or sidestep to get out of 


the way. 

Second, she asks you to attack, but to not strike ber if she falls. This is difficult, because she falls 
when you're in the middle of a strike. Give a hit, back off, then hit again, giving ber enough time to fall. 

Third, she attacks again. The same tactics apply; dodge ber charged attack, block all others. 

Finally, she asks you to switch off attacking and defending. When the lesson ends, Oyu lets you 
know if she liked it or not. She may accuse you of going too easy on her. If you completed the course 
well, she gives you an Herb. You can trade with ber if you want. 

Move to the river area and absorb the Soul Spot. Wade into the water and find the fish swimming 
near the rocks. (@) Press M to spear it and get the River Fish Gift Item. Now return to the Magic Muror. 


When you hit the prairie area, Kotaro is standing there waiting. (@) Press X to talk to him, and he tells 
you that his beloved messenger pigeon is missing. It had an important note on its leg, and he fears that 
the enemy could read it. 

Head to the Mozun and smash it with the Buraitou sword. Grab the Nobunaga's Dignity statue and 
head to the river. You see an Oowassha munching on something feathery. (@) Looks like 
you found the pigeon. 

Destroy the Oowassha. Absorb the Soul Spot and grab the Tube 
for Pigeon Leg. Before heading back to Kotaro, wade into the river 
and find the fish swimming near the rocks. (@) Press M to spear it and get 
the River Fish Gift Item. 

Go talk to Kotaro. Give him the Tube; Jubei tells a kindly lie. It’s best if Kotaro 
doesn't know the truth. Return to the Magic Mirror. 
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Go into the prairie area and battle the demons there. (@) When it's cleared out, head to the Mozun and smash it with the Buraitou. 
Grab the statue called Nobunaga's Dignity. 

Head to the river and engage in battle with the fishy Batto demons. 
As soon as you start, Magoichi shows up to belp. When the fight is 
over, talk to him by pressing X, and he gives you a Medicine. Trade 
with him to show your appreciation. 

He mentions fishing if you talk to him again; wade into the river 
and find the fish swimming near the rocks. (@) Press Ml to spear it 
and get the River Fish Gift Item. Now return to the Magic Mirror. 
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Wandering into the prairie area, you suddenly find Eket, ready for 


ech an ORR SE 


-a fight. He lends his spear to your efforts against the Gozare and 
Hyukane in this place. (@) Once it’s cleared out, smash the Mozun 
with the Buraitou sword and grab the Nobunaga's Dignity statue. Talk 
to the spear man, and be gives you a Medicine. Trade gifts with Ekei in 
a show of thanks. 

Move on to the river area and absorb the Soul Spot. Wade into the 
water and find the fish swimming near the rocks. (@) Press M to spear 
it and get the River Fish Gift Item. Now return to the Magic Mirror, 


Without a primary friend, you can do the same tasks necessary to 
move to the next area. Walk to the prairie section and battle the 
demons there. (@) Head to the Mozun and smash it with the 
Buraitou. Grab the statue called Nobunaga's Dignity. 

Move on to the river and engage in battle with the fishy Batto 
demons. Absorb the Soul Spot, then wade into the water and find the 
fish swimming near the rocks. (@) Press Ml to spear it and get the 
River Fish Gift Item. Now return to the Magic Mirror. 


Magoichi could be an exterminator. Jubet 


solves two puzzles. He goes underground 
again and finds a boudoir Jujudormah turns 
out to be fickle but tough. 


PossIRLe SWAMP Sweep 


Save your game at the Magic Mirror, then bead into the swamp water. 
Soul 
Spot 


A 
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¢ 


A 


If Magoichi is your 
is ) 


primary friend, he 

shows up with a large 

cannon at the edge of 
m 

the swamp. He says 

be can blast the nest 

of Batto demons, but 


it takes a minute to 


set up the gun. He wants Jubei to keep the demons away from him as be sets up. 


This is worth the effort. As Magoichi fiddles with the cannon, you must fight off a hoard of 
Battobone and Battoyaika. Most of them attack you instead of Magoicht. 

Stay near the front of the cannon and slap away the curious demons. If one crawls near 
the rifleman, destroy it first. Continue slashing away until Magoichi tells you the gun is 
ready. He pops the nest like a firecracker. 


Saunter over to where the nest 


was and you see two flashes. (@) 

Pick up the Power Jewel and a Magic 
Jewel. Use them immediately. You 
can now trade with Magoichi. Talk 


to him, and he gives you a present. 


rie 
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Two Puzzles 


Splash through the swamp water 
and go through the gate. Head to 
Jubet’s left to find a niche with a 
Puzzle Box. (€) Take a moment to 
work it out. 

Now go under the stone 
archway. The room beyond has 
suspiciously spiked walls to the left 


and right. (@) The back wall, If you played as Kotaro, you 
however, bas a screen, a lever, and notice that the Blue Phantom 
three places to put little statues. Realm is open for Jubei, too. If 
Jubei pulls the lever by facing it you want to farm some Red The first oe is down at Now select the middle 
and pressing X. Pay close attention, Souls, head down the shaft of the leftmost triangle on triangle on the right and 
as Faded plate Aachen light. Be warned: You should be the bottom. Shift the shift to finish the pattern 
tiles up. and open the box. You 


the screen. It shows the three healthy for the trials to come. 


Nobunaga statues ina specific SS 
S y aS 
order, but only for a moment. —) 


receive the Senpumaru 
Secret. Now you can use 
the +, t + @ move with 


After you see the pattern, The order of the statues changes the Wind Orb sword: 
choose the statues from your with each play-through, so 
Inventory and place them on the don't miss it. 


correct spot one at a time. If you 
mess it up, the spiked walls inch 
closer and the exit closes. You have 
four tries before the walls squish 
you. When you place the statues 
properly, a door opens to reveal 
stairs leading down. 


— tae 


the statues incorrect 


RAMPS AND GREEN GUARDIANS 

Hubajaido 
Downstairs you find yourself in a nasty situation. A narrow stone 
ramp leads up to a door. The demons guarding the ramp change, 
depending on who you befriended. The default enemies are like so: 
a few Hubajaido (with their bows) flank the ramp area, unreachable 
with sword strike. At the top of the ramp is a Gozare. (Q) 

You can attack them in two ways. One, simply charge up the 
ramp, quickly take out the Gozare, then slip through the door. Two, 
use your Bow to snipe the Hubajaido, then go after the Gozare. 

If you befriended one of the other characters, that character 


shows up bere to help. With Magoichi, you face the same default 
set of demons. With Oyu, Kotaro, or Ekei, it’s a trio of Oowassha 
and some Bazuu. Any belp is worthwhile, even if it just draws the fire of those archers. 

Once it's calm again, you can trade with your partner and absorb the Soul Spot to the right of 
the ramp. 

Move up the ramp and through the door. Enter a chamber and face a new, terrifying foe, the 
Gerobone. (@) This creature is bard to kill. As soon as you see it, rush up and use a quick Magic attack 
from the Buraitou, calling down lightning on the creepy thing. Don't wait, or else the Bajaido show up, 


and you could accidentally target one of them. Slash away at the Gerobone, then deal with the Bajaido. 


Magoichi can be a great friend in this area. 


When it's all over, absorb the 
Soul Spot, save your game at 
the Magic Maror, and pick up 
Jujudormab's Diary. She's really 
spun on Lord Nobunaga. And 
not too objective about her 
own beauty. 


Gerohone 


Kotaro or Ekei will help 
tackle the big guys. 


GIRL FIGHT 


Jubet finds Jujudormah preening | 
in ber boudoir. She thinks it's 
Nobunaga, but on learning it's 
Jubei, she scolds bim for keeping 
her waiting. The samurai tells the | 
truth about ber appearance. It 
doesn't go over well, and the 


demon lady turns nasty. 


| 
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Orb Sword Suggested Level 


Buraitou Level 3 
Hyoujin-Yari Level 3 
Senpumaru Level 2 
Yagyu Armor Level 2 
Umbrella Swipe (side) ¢ Velo let 4 
Umbrella Swipe (side Rebound) 149.5/230/368 
anoseiomememmues Easy Mode: | 5,500 
Umbrella Pound - 208/320/512 Normal Mode: 7,500 
Umbrella Thrust (ctose Range) Yes/No (see text) 182/280/448 . a5 
‘Umbrella Thrust (Long Distance) Yes/No (see text) 188.5/290/464 "| Hard Mode: Oe 


Umbrella Thrust (Umbrella lengthens) Yes 188.5/290/464 
Flower Petal Bullet Yes 1) 117/180/288 
Flower Petal Combo (During Rage) Yes 143/220/352 
Purse Rush Yes 143/220/352 Have a lot of Magic energy and four Purple Souls 
Thrust after Umbrella Guard Yes 208/320/512 going into this fight. The more power you bring, the 
Sandal Crush No 240.5/370/592 better. You have a middling chance that 

Back that Up Yes 169/260/416 dujudormay a 
Turn and Back that Up Yes 156/240/384 spout at least one 


Purple Soul and 


Jujudormah is a vengeful demon woman. Jubei has 
insulted her, so she plans on taking bim apart. This 


fight is grueling, especially if you don't have allies. 


allow you to transform into the Onimusha. She's not generous with Souls as you fight, so don't expect 
much health or extra Magic energy. Her stinginess contributes to this fight's difficulty. 

All of ber attacks (except the Sandal Crush), taken one by one, are blockable. Unfortunately, the 
ugly sbrew likes to combine them. She uses an attack that destroys your defense, then slips one in that 


bits you hard. 


When the fight starts, use all your Magic attacks. This can be a chore. Jujudormah's Flower Petal 
Bullets won't break through your defense, but they push you back away from her. This makes it difficult 
& to rush in and execute a Magic 


attack, z in and blast her as 


soon as you're in range. Empty all 
your weapons. If you are 
lucky, she spits out a Purple 
Soul so you can transform into 
the Onimusha. 


When your Magic energy runs 


dry, you must use more finesse. Use 
the Hyouyin-Yari because it has the best range. Trouble is, Jujudormab can interrupt the spear’s Secret 
Combo with an Umbrella Thrust. Keep your guard up, and when she’s in range, hold (2), press t, 


, and you can 


and tap @ to do the Long-Range Lunge. This attack bas decent power, a long rang 


quickly jump back on guard. Mix it up with the Secret Combo when it seems safe. 


If Jujudormah knocks you down, you could be in for a rude shock. She wears massive sandals 
and if you're lying helpless near ber feet, she brings one crashing down on your body. Your 
only defense is to avoid being knocked down. 
Also, watch out for her Back that Up move. If the demon lady suddenly runs away 
from you, it's a trap. If you give chase, she stops and launches at you, slamming into you 
with her monstrous rear end. Keep your distance to avoid that horrible fate. 
Add to that the Umbrella Thrusts. She lunges with ber umbrella, and you can block. 
However, the shaft suddenly springs out for a second thrust that crashes through 
“> your defense. Sidestep, sidestep, sidestep. 
Jujudormah has two favorite attacks. One is the Flower Petal Bullet, which 
gle, so hold &) 


when you bear it. That attack keeps you away from her; maneuver so that 


shoots glowing bolts of fire at you. She signals this with a 


you're pushed into a nearby wall or against 
her makeup counter rather than clear across the 
room. This keeps you in range for a counterattack. 

Her other favorite is the Purse Rush. She swings her purse 
back and forth as she runs at you. Hold (2) to stay safe. When 


she stops, she often follows up with an Umbrella Swipe or two. 


»at's when she swipes ber umbrella at you from left to right, then 
backhand right to left. You can block the first swipe, but it knocks 
your guard down so the second strike hits you. After a Purse Rush, 
step away from the beast and attack with a lunge. 

et Jujudormah chase you around ber makeup counter. When she 
pauses, hold R23) to target ber, then do a lunge with the spear. Lunge 
only once; don't be greedy. Hit i) to tum around and run away 

a 


ain. Continue this tactic, and you stay pretty healthy. 


f you befriended a character, that character comes to help if 
you're being beaten. Magoichi is very useful, as is Kotaro. Eket is a bit 
It doesn't look brave, slow and doesn't do much damage, but he's wonderful at drawing the 
but it'll keep you alive. attacks away from you. When he's being smacked around, sneak ina 


few Secret Combos to whittle away the girl's power. Oyu's Magic 


attack (when her sword glows orange) forces Souls out of your foe 
prepare to absorb them. All in all, an ally makes this fight about 30 
percent easier 

When Jujudormab takes a dive, she thinks only of her love, Lord 
Nobunaga. She goes to ber death kissing bis picture—which falls from 
the wall to expose a switch. Remember that. Jubet scoops up the 


Honesty Orb from Jujudormah’s purse. 


112 primagames.com 


Jubei throws a switch that shows the way. Unavoidable gas makes for an unpleasant trip. An Oni artifact ts found. Jubei gets more than he 
bargained for. A polite enemy stops by for another fight. 


Items: Herb 
Gititems: Nowe 


Now that Jujudormah is down for the count, bead back to the Foes: Gogandantess (Boss) 


Magic Mirror and save your game. (@) Then examine the switch in Magic Mirrors: 2 
Documents: Oni's Sacred Place 


Grab the Herb from the lacquered box just inside the tunnel. (@) Take a few steps forward, and 


Jujudormah’s dressing room. (@) Press X to throw the switch, and 


a section of wall slides away to reveal a passage. 


the door slams shut behind you. A hiss indicates that poison gas ts 
flooding the tunnel. Time to run. 
You cannot escape damage as you negotiate the tunnel. The gas 
i } é g 
eats away at your health as you go, so just make your stay in tl 
tunnel a short one. A Soul Spot in the middle makes this difficult. 
a big one, so take a moment to absorb it. Munch an Herb 
ry. When you reach the tunnel’s end, as 


End of the line. Jubet takes a look at bis options and makes a decision. He dives off the cliff and 


into the ocean. Luckily, there's an underwater cave nearby. 


4a 
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Mr. JuBel’S WILD RIDE 


You find a lacquer box next to a Magic Muror in this strange grotto. Inside ts the Oni's Sacred Place 
document. (@) It describes a secret island that the Ont used to inhabit. Sadly, the demons wiped out 
the Oni and took over. The document mentions a special craft used to get to the island. 


*" ; 


Save your game, then check out the zold-colored object in the shallow water. It looks like a log. 
RS RS | S 


Examine it to find a place for the Honesty Orb. Put the Orb in the hollow, then hang on. You have got Oni's Sacred Place 


| Jubet pops the Orb in place and mounts up. The craft shakes to life, then takes off. Jubei takes a 


& knocks as it maneuvers under water. The ship bursts from the water and speeds Jubei to the 


Oni's Sacred Place. 


yet-arrogant Gogandantess. He makes comments about Juber's skill, then introduces 
himself. v't interested; he sets to receive the demon’s attack. 


We a. wT oe 
@ BOSS: GOGANDANTESS Fes 


Buraitou Level 3 


Hyoujin-Yari Level 3 
Damage Senpumaru Level 2 
Blockable? _Easy/ Yagyu Armor Level 2 
Side Cut Yes 105/150/225. Vitelit 
Revolving Side Cut Yes 98/140/210 nmeaasah 
Upper Cut Yes 119/170/255 Easy Mode: 6,500 
Guard Break No 126/180/270 Normal Mode: 8,500 
Shuriken Yes -98/140/210 Hard Mode: 13,000 


Kick No 56/80/120 


Jump Cut No 9) ))119/170/255 
2nd Level Cut 84/120/180 
Guard to Revolving Cut Yes 105/150/225 
Guard to Guard Break No 126/180/270 
Guard to Disembowel — Yes ~ 133/190/285 
Vertical Cut 140/200/300 
Pileup Thrust No 168/240/360 
Pileup Disembowel 133/190/285 


Once again, you are not meant to beat Gogandantess. This meeting ends with a draw of sorts. His shield isn't 


quite so impervious this time. Perhaps your weapons are more powerful? Whatever the reason, you can bit 
the demon swordsman during this round. 

Gogandantess hasn't lost bis unblockable attacks, however. Every time he winds up for a strike and you 
see a red glow around his sword, it will cleave through your defense. Fortunately, the windup gives you time 
to dodge. Hold &2) and use € or % to sidestep away. 

Don't try to ride out the fight by blocking and dodging; his strong attacks will whittle you down. To 
end it, take up a cautious offense and attack. You can still interrupt bis unblockable attacks. Jubet’s constant 
barrage of thrusts and lunges keeps Gogandantess off balance and unable to do much damage. However, use 
a bit of a hit-and-run approach. Use the sidestep to stay out of the worst of it and counterattack after be 
takes a swing, 

Try your hand with the Hyoujin-Yari spear. This time, though, use the Secret Combo on the pale 
swordsman. The multiple thrusts cut through bis defense several times, even releasing a few Souls now and 
again. Don't let him get in too close. You want him just within the spear’s reach. This gives you plenty of 
room to maneuver away from his Red Light attacks. Holding ensures that Jubei targets his foe and 
adjusts to bis new position. 

The Senpumaru is not a bad choice, either. You can quickly get in several swings. The only drawback is 
that you must be very close. Use hit-and-run tactics with the Wind Orb. 

Gogandantess has a new trick: a Shuriken throw. You see a quick flash, then he tosses one at you. You 
can block it or rebound it back at him. This requires a deft touch; you must swing your sword at the right 
time, which sends the blade back to its master. 

Once you hit Gogandantess 35 times—even if his shield absorbs the blow—the match ends. 

Don't waste too many healing Items during a fight with Gogandantess. = 
If you need to use more than two Herbs, you should restart at your last save. an HTS 
If you're really close to getting those 35 hits, stick it out. The next time you = 
control Jubei, be'll automatically be at full bealth. You'll get no help with this 

fight. It's between you and 


the pale white duke. 


-~— 


Items: Red Bracelet, Key Plate, Magic Liquid te saves ee then 
. takes over the quest. 

Gift Items: None Takajo makes a 

Foes: Gozare, Musaido, Joda, Bajaido surprise appearance 

Magic Mirrors: 1 and asks a favor. 

Documents: Lift Instructions 


ND K O'S fAVOR 


No matter bow well you do against Gogandantess, this is how it's 


going to end. Settle in for a long cutscene. 


With a final strike, Jubei goes down and Gogandantess is poised 
to give the killing thrust. But Oyu arrives. She puts berself 

| between the two combatants, and Gogandantess relents, 

| shaming Jubet for biding behind a woman. Disappointed that 

| the game is postponed, the demon swordsman tells them that 
Nobunaga is about to attack Odani castle. The two. friends must 

do something about it. Gogandantess exits laughing. 


yu bandages Jubei’s wounds and tells him to rest while she 

| Oyu bandages Jul { 1 tells | t t while sl 
explores the island. Jubei doesn't want her to go alone, but she's 
confident and leaves bim on the beach. 
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Entering the Oni's Sacred Place, Oyu ts visited by the spirit of Takajo. The Oni woman thanks Oyu 


for helping ber son and asks a favor. If Oyu can find the Sacred Flute—an Oni artifact—and give 


it to Jubet, be bas a chance to defeat Gogandantess. Oyu agrees to get the object. 
2 ‘i dears é 4 


IN Ovu’S SHOES 
Now you control Oyu. No matter which character is your primary 
friend, you go through this section; it’s an integral part of the 
gameplay. From the start, you are given a Red Bracelet to absorb Souls 
the same way Jubei does. You can't enbance weapons when playing 
Oyu, but continue collecting, because she eventually passes them off 
to Jubei. 

Examine the gated Dragon Shrine in the middle of the room. (@) 
You need an object to open it before you can progress. But first, go to 
the Magic Mirror and save your game to avoid fighting Gogandantess 
again. (@) 

Run down the ramp behind the Dragon Shrine and up the stairs 


beyond. You find a great ball with buge statues. Move to the back, and 
a couple of Gozare are released. (@) 


fi Tackle them with some hit-and-run 
ri tactics, perhaps even pressing & to 
p 


the main room. 


U charge up Oyu’s sword. Grab the Key Plate from the lacquer box and return to the Dragon Shrine. 
You meet some Musaido and Joda as you go. At the Dragon Shrine, use the Key Plate on the front 
fence. (@) The gate drops and the two doors in the room unlock. You're on your way. 


A POINTLESS DETOUR 


In the west wall, explore the door next to the Magic Mirror. Pop through into a room with nasty 
growths on the walls. Pick up the book on the floor entitled Lift Instructions. (@) Apparently, one of the 
elevators is broken, because a fan stopped spinning. 

A few Bajaido lurk around, dispatch them. Go to the other side of the room where you see the lift 
and its fan. Oyu can't do anything about it, so pick up the Magic Liquid on the ground and return to 


lee © 
AL STRATEGY Guipe “</, 
; 4 


Oyu fights through many rooms. She sees a 
giant fish tank and a green guardian. A 
portal opens, and she steps through. 

é 


Gift tems: None 

Foes: Bazuu, Odahei Sineitai, Joda, 
Gaidoro, Battoyaika, Gerohone 

Magic Mirrors: None 

Documents: Oni's Place Map #1, 


THREE ROOMS 


Go through the door in the east wall, and Bazuu confront you. (@) If you gave Oyu the Phirangi (the 
Oyu-only sword available at the shop in Imasho), it makes this encounter go more easily. Slash away 
until the piggish creatures are gone, then head out the exit. 

The next room is a bit rough. Odahet Sineitai come after you. (@) Concentrate on one at a time, 
quickly whittling down their numbers. After you disintegrate them, open the lacquer box to find the 
Onis Place Map #4, and grab the Ont’'s Super Weapon document. It describes the Oni Genbu, a great 
power developed by the Oni clan. Grab the Medicine in the corner behind the sphinx statue, then leave 
through the east door. 

The third room in this series bas its own demon infestation. Joda and a Gaidoro populate the hall. 
Move forward until a Joda pops out of the ground behind you. (@) Turn back and dispatch him, then 
wait for more. If you don't pass the halfway point of the hall, the Gaidoro stays back. After you kill four 
or five Joda, move up on the big guy and take bum out with Oyu's combo move, ¥, ® + M. Then 


slide through the next door. 


THe FISH TANK 


Be wary in this area. Those glass squares on the floor cover a tank full of Battoyaika. They bust through 
and spit at you as you move through the room. (@) Plus, the exits are blocked. There are two ways to 
get out. One, run around and block the spit attacks from the fishy demons. They get bored after a while 
and the exit opens. 

The other way to get out is to attack. Every time a beast pops up, swing your sword. Oyu has 
amazing reach. This method leaves you open to some damage, however. Once the room is clear, the 
force field over the ladder drops. (@) Climb down to meet the next challenge. 


o 


You emerge next to the tank you were just standing over. Bajaido pop up, and a Gerobone guardian is attached to the far wall. (@) 
Hang back in the narrow area near the ladder. The Bajaido come at you—deal with them. This prevents the Gerobone from getting its 
tentacles on you while you're busy with the lizardlike demons. Watch out for the burrowing spikes that the Gerobone send out. They're 
easily avoided, so concentrate on the lesser beasts. 

When they stop appearing, run to the lacquer box and grab the Adarga, Oyu’s strongest shield, and equip it. Then take on the 
Gerohone. Use the Secret Combo repeatedly until the thing dies. It leaves behind a glowing bole in the wall. (@) Step up and press X. 
Oyu asks if you really want to step through. Say yes. 


This area near the ladder is also a good Yup, it's a portal to another realm. 
place to fight the Battoyaika. Step inside. 


A spooky bridge leads to a challenging enemy. Oyu 
fulfills a promise. A trip back through Ont's Sacred 


Gift Items: None 
Foes: Bajaido, Zedan, Gozare, Musaido, Hyukane, 


Oowassha, Baguwassha (Boss), Battoyaika, 
Gaidoro, Joda, Odahei Sineitai, Bazuu 


Place. Reunion on the beach. 


SIR Op ae as ea 


THe FOG BRIDGE 


Oyu finds herself on a strange bridge (it looks like an enormous 


spine). Move along and you meet demons who want to barm 


you. Nothing too difficult bere. Bajaido start things off with a 


Zedan for backup. Destroy the Bajaido first, then use Secret 
Combo on the Zedan. (@) 
A lone Gozare is next on the agenda. He takes a bit of 


doing, but use the Secret Combo or hit-and-run tactics to take 
him out. (@) Then there are the Musaido. (@) No trouble fora 


veteran like yourself. 
You end up at a Magic 


Muror with a box next to it. 


Open the box to find the 


Gradius; equip it immediately. 
(@) Save your game, then enter 
the glowing portal farther along. 


He's not a big problem. 
The big problem comes next. 


eal itty 2 
Two-Handed Downstroke 


Side Swing 

One-Handed Downstroke 
Thrust Flight 
Over-Shoulder Downstroke 
One-Handed Throw 


Revolving Downstroke 
Back Side Swing Around 


cred Flute. Mission accon 


rave to get back. 
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2 may take a few tries, so don't 


the creep, Oyu automatically gets 


hed. Now you just 


' 
uF 


Ovu’s BOSS 


You appear in a large chamber that is cut from ice. (@) Move in, and an Oowassha drops from the 
ceiling, He's actually not so tough for Oyu. Close in and repeatedly use your Secret Combo. The 
creature's ax attacks are blockable, but if you get the combos off fast enough, it should interrupt any 
attempt be makes at offense. 

Once that yellow guy takes a dive, your troubles really begin. A Baguwassha drops in for some fun time. 


We Re commen a eee 
Make sure you equip the Gradius, Adarga, and 
the Silver Armor. 


Vitality 

Easy Mode: 3,000 
Normal Mode: 5,000 
Hard Mode: 7,000 


The big red one, the Baguwassha. This ax wielding 
bull is challenging. You can't block any of his 
attacks, and he takes up most of the room. With 
288/480/720 some fancy footwork—and a lot of Daggers—you 
~ 300/500/750 can prevail. 
216/360/540 Hold ®2Jand tap © to make Oyu throw a 


Dagger at the baddie. Do this as many times as 


possible Throw every last Dag 


Ss 
When you run out of Daggers, let the Baguwassha walk toward the center of the room. If you attack 
SS Ss ) 


at the guy. It won't kill him, but it weakens him considerably. 


while he's in a corner, you won't have room to sidestep his ax swings. When he's in position, run up to 


him and hold (2). He probably gets off a Downstroke attack, so prepare to press © or % to get out of 
the way. 


game of rinz-around-the 


Now it's a 


Baguwassha. Use Secret Combos on the 
beast, but don't release &2). 
Use € and % to 


swipes. If you see bim 


winding up a bor 
release (R2) a 
the way. 


If this demon’s attacks flatten Oyu 


chances are he hits } 


Immediately save that game at the Magic Mirror. (@) Your journey 


back up the bridge ts basically the same as the trip down. The only 
difference is the appearance of Joda rather than Musaido, and the 
Gozare ts joined by a brace of Hyukane. (@) 


Now it's just a quick run to the beach. Cut 
your way through Bajaido (@), a few 
Battoyaika, a Gaidoro, and an accompanying 
Joda (@). Ob, and some Odahei Sineitai and 
finally a few Bazuu (@). But you're used to 
all that by now, right? 

When you arrive at the main room, bead 
out the double doors facing the Dragon 
Shrine. Oyu ends up on the beach where she 
left Jubet to rest. (@) 


Oyu inquires about Jubet’s health and hands over the Sacred 

Flute. She mentions that she saw his mother’s spirit. Oyu tells 

| Jubei that be can use the Sacred Flute to defeat Gogandantess, You now go back to 
Ve > Re a un > 

and even Nobunaga. Remember this. controlling Jubei. 


t 
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A new weapon with a beavy bit. A few 
new enemies are introduced. Jubei could 
find out Eket’s secret. Kotaro could reveal 
something about Oyu. A key will be 
found after a fight. 


BACK IN THE 


SS ED 


When Oyu leaves, she gives Jubei the Red Bracelet. It contains all the Red Souls you absorbed while 
playing Oyu. Absorb the Soul Spot floating over the beach, then head inside. (@) 

You see Huyjaido with their bows perched on the walkway above the main room. Use either arrows 
or the Senpumaru’s Magic attack to get them out of your hair. Once the room is safe, absorb the Soul 
Spot, then go to the Dragon Shrine and stick your band in. (@) Jubei pulls out the Dokoutsui, the 
Earth Orb. This hammer packs a mean punch. cae 

Move to the Magic Mirror and use your stash of Red Souls to raise the | sai 
hammer to Level 2. Anything else should go into the Senpumaru. If you're | 


lucky, you can pump the Wind Orb to Level 3. 


If you have Souls 
left after raising 


i § the Senpumaru to 
“ i § Level 3, put them 
Enter the door on the east wall. You find a Baragaidoro lurking P| into your Yagyu 
if “ ® 
around there. (€) Test your new hammer on this bad boy. ome Atm Armor. 


ls Oyu or Kotaro your primary character? 
See the following section. 
If Oyu or Kotaro is not your primary character, 
turn to A Possible Weakness, page 123. 


Jubei sees the large sphinx statue. 


Kotaro hails him from the top. 
He tell Jubei that he has found 
out who Oyu is. Before he can 
reveal it, though, be hears 
someone coming. The nua shoos 


Jubet on, saying he'll take care of it. Oyu comes in, and Kotaro accuses her of being an agent of the Oda clan. She asks him to 


listen, but the young man is ina combative mood. They run out in the opposite direction from Jubei. 


If you didn't encounter Kotaro, the sphinx statue room houses a Zedan and a 


| Eket runs up to you, clauming that you can't go forward 

} because the demons are too strong. Just then, Ekei spots 
a mouse. He is scared of mice! So scared, in fact, that he 

| chooses to charge the demons rather than stay around 

| the rodent. 


If you didn't encounter Eket, 
the hallway is full of Odabet 
Sineitat. (@) These guys are 
always tough. Unless you use 
a Magic attack, avoid using 
the Dokoutsui on them—it's 
too slow against a group of 
these demons. 


couple of Hujaido archers. Your best bet is to rush past the Zedan and slice up the 
Hujaido first. (@) Make sure you absorb the Soul Spot, too. 


A PossiBLe WEAKNESS 


If Ekei's Goodwill is very strong (600 or higher, although there's no 
ig ig ig 
way to check), you see the following sequence of events. (@) 
You fight a gaggle of Batgozare with Eket. He's handy to have in this 
fight, taking the demons down with his spear. Emulate hum and use 
the Ice Orb, or pull out that Dokoutsui and use the Magic attack for 


Spear and hammer make a good combo 
against these guys. 


some devastating damage. 

After the fight, Ekei slumps to 
the ground. Press X to talk to him, 
and he asks you to promise not to 
tell about his fear of mice. Select 
"Yes." In gratitude, Eket gives you a 
present. Trade with him if you want. 


Me otchs 


If Magoicht is friendly, be belps you 
against the Odahei Sineitai. When 
they're dead, be runs off again. 


With that out of the way, move to the flashing spot on the ground and press X to pick up the 


Circle Key. 


Absorb the Soul Spot, then bead up the ladder in the corner. 


Le ee 


You can simply run through the room above the water tank. Just guard against the water attacks from 
the Battobone and Battoyaika. Climb down the ladder to face a few Bajaido and a Gerobone. (@) Hit 
the Gerobone with a Magic attack from the Buraitou. Then use the Secret Combo to pound it to dust. 
The Bajaido distract you, but concentrate on the big green glob and get it out of the way. 
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If Oyu's Goodwill is bigh enough, she helps in the battle of the water 
room. Let ber belp. Make sure you talk to ber when it's finished. 


Once that area is clear, check out the Mozun Demon Wall in the 
corridor. It responds to the Dokoutsut, so pull out the hammer and 
let it fall. Run into the next area, where you face the spiky Gerogone, 
the Gerohone’s ugly cousin. (@) At least this time you won't be 
distracted by Bajaido. Unleash another Thunder Orb Magic attack on 
—— it and follow up with a barrage of Secret Combos to cut through it in 
no time. 


Jubei meets new enemies. Red Souls are collected. No real 
progress is made. 


New ENEMIES 


You've decided to take a trip down the Fog Bridge for some added 


excitement. The first demons you encounter are the Zedan— 
nothing new there. (@) 
The next area has some Dorabyukane banging around— 


Raigozare 


nasty little bugs with a penchant for shooting energy balls at you. 
(@) After that is a bunch of Bazuu that you could handle with 
your eyes closed. (@) 

The capper, however, is when you reach the ice cave. Inside you find a pair of mean mamma-jammas, 
the Raigozare. (@) These fellas will take you to the cleaners if you let them. Use Magic attacks on them—the 
Dokoutsui works well—and follow up with Stabs when they fall. When they're out, absorb the Soul Spot, 
then head back over the Fog Bridge and into the water room. 


~ 


Items: Adarga, Red Necklace, Yellow Jubet meets new 
Necklace, Tanegashima, Golden Key enemies. Red Souls 
"ET Tarememme = are collected. No 

Gift Items: Unique Mushroom =} real progress is 
Foes: Zedan, Hujaido, Baigozare, made. Oyu may lead 
Oowassha, Bajaido, Baragaidoro, the way to a special 


Item, or Magoichi 
cs 


may have a 
suspicious conver- 
sation. A trip 
downstatrs. 


Documents: Oni's Place Map #2, 
Guildenstern Letter 

A couple of puzzles and a possible hidden room. 

The Golden Key is found. 


BACK TO THE 
ENTRANCE HALL 


Climb up the ladder in 
the area where you 
fought the Gerogone, 5 
iar 
ge \ Adaaieed J 
the sphinx statue room. q Wnts 
- 6 . 1 
(@) Fight your way out 
and go through the 


and you end up back in 


eve 
ats") 

re ee 
door in the west wall. = ‘ af 


This place again? 


1 Is Oyu your fast friend? See page 126. 
If Oyu is not your primary friend, turn to A Serious Accusation, page 126. 


Onu 

) 
When you return to the ; 
hallway painted with : } gee Oyu confesses that she can't stay with 
disturbing murals, you eo jr ed Jubet anymore. He doesn't understand. 
meet Oyu if her Goodwill = i | AAs, She is about to explain when Baigozare 
is very high. (@) Step up 
to her and press X to 
start a cutscene. 


Once again, you can smash this 
baddie down with the Dokoutsui. It 
doesn't take much. Then examine 


Jubei asks Oyu to continue, 
but she leaves. The samurai is 


about to follow, but an 
the lacquer box in the creep's lair. 


(@) You find a valuable Item, the 
Red Necklace. 


Oowassha bursts from behind 
a wall. Time to fight again. 


A SERIOUS ACCUSATION 


Fight back to the main lobby to where the Magic Mirror is; check it to see what happens next. 


If Magoichi or Ekei is not your primary friend, turn to Fanning the Lift, page 127. 


Jubet catches the last piece of a conversation between Magoichi and Tokichiro, Nobunaga's 
| lackey. Tokichiro claims that the rifleman was planning on selling out to Nobunaga. Before 
Magoichi can answer, Ekei bursts in. Magoichi shuts down and refuses to defend himself 

against Tokichiro's accusation. They both exit, leaving Jubei alone again. 
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Ekei tells Jubei that Magoicht is back there ina secret room. The wall slides away, and the 
rifleman strides out. He says that there are treasures back there. Eket finds out what be 
means when a Gaidoro grabs his head. They both run off, leaving Jubei to face the demon. 


Fight the beast down, then check out the newly revealed room. The lacquer box 
holds the Yellow Necklace. Grab it and continue on. 


If the two quarrelsome men are not present, you battle some beasties 
in the main lobby. (@) Save your game, then slip out the door in the 
west wall. 

This rat-infested room is also home to a Baragaidoro and a couple 
of Bajaido. Smash through them, then settle under the fan in the 
back. (@) Select the Senpumaru and press 4. Your magical 
whirlwind spins the fan and powers the lift. Step onto the lift carriage, 
which transports you down. 

You arrive in a room with crates being whipped back and forth on 
tracks above you. (@) Grab the Oni's Place Map #2 from the lacquer 
box, absorb the Soul Spot, destroy the demons, and bead out the 
door in the north wall. 


Is Ekei your primary friend? See the following ion. a 
If Ekei is not your primary friend, turn to page 128. _ 


Ekei 


If Eket’s Goodwill with you is bigh enough, you 
hear him muttering in a corner when you enter 
the next room. (@) Walk toward him, and a 
cutscene starts. 
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If Eket is not in 
the room, a brief 
cutscene starts 
after you step 
inside. (@) When 
the demon robot, 
the Dorogando, 

ys 
lands, it begins 
work and ignores 

is 

you. The second 


You've seen these guys before 
in the gold mine. 


one, however, 


attacks. Destroy the machines. 


“A " BB: This puzzle is a bit Now select the middle Finally, choose the bottom 
Pu e al 5 iy d Pu zale different. When youmove _friangle in the|topmost triangle in the rightmost 
Go to the Puzzle Box next to the ladder and press ¢s¢t of tiles, [they Wrap set. Shift the tilesonce _set. Shift the tiles once, 


around, Start by straight down. and the box opens. You 
highlighting the top receive the Tanegashima, a 
triangle in the leftmost matchlock rifle. 


group. Push the tiles once 
ladder at the end and go through the door. to the right. 


X to try to solve it. (@) 
Now clamber up the ladder and make your 
way around the catwalk. Climb down the other 


You arrive in. a musty room housing a Soul 
Fountain—refill your 
Magic energy. (@) 
Pick up the 
Guildenstern Letter 
document by the 
door. It mentions 
some project 
involving a massive 
golden statue. 
Guildenstern—who is 
familiar to those who 
played the first 
Onimusha games— 
seems impressed by 
the plan, though he 
doesn't reveal details. 

Collect the 
Unique Mushroom 
by smashing the pipe 
near the cabinet at 
the back. Be careful; 
the pipe explodes, so 
back off after you hit This is another numbers The column with 15 atthe | Nowit'sa little trickier. | Now place the 1 tile above 
it. Stand in front of puzzle. Each line— top, and then a 6 and'3, Look at the bottom row, _ the 12. Only one more tile 
the cabinet and press vertical, horizontal, adds up to24. Addthe 10 with the 3 and 2 already in to place. We're betting you 
X to work out the diagonal— must add up)to tile to the empty space it. Place the 13 andthe 16 know where it goes. When 
puzzle. (D) 34. Because the column uhder the 6, like so. into that row. However, you solve the puzzle, you 

with 14, 11, and 2 adds which one goes where? get the Golden Key, 
up to 27, you should put Place the 13 under the 8 
the 7 tile in that column's and the 16 under the 5. 

one empty space. 
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Doors are opened. Harsh 
words are spoken. A trip 
ona light beam is taken. 


Jubei descends a tower. 


BACKTRACK 


You now have the two keys you didn't know 
you needed (surprise!); fight back to the 
area with crates running along on rails. (@) 
Destroy the pests you find there, then climb 
the ladder to the first platform. 

Face the panel on the wall and press X. 
Use the 
Golden 


Key, and 
the crates stop moving. (@) Jubet uses 
them like stepping stones; move across 
them to the next door. Face the door and 
press X. Use the Circle Key bere. Push 


through the door: 
: 


Oy uUu an d Kot aro 


When Jubei goes through the Circle Key door, a cutscene starts with the ninja and the warrior woman. 


KP ee eer ee 
rata ioe. 


« 


Kotaro threatens Oyu, telling ber to stay away from Jubei. She tries to explain, but the 
boy is focused on killing ber. Suddenly, a demon knocks Kotaro on the head. If it 


wasn't for Oyu's timely intervention, be would've been skewered. Oyu reveals that she 


knows that Kotaro's mother abandoned him, and tries to console him. The ninja won't 
hear it. He stalks off. 


which connects the Oni’'s Sacred Place (where you are) to Gifu Castle (where you're about to 


ee i Ms You pass through the Circle Key door into a small room with a large statue. (@) Pick up the 

g Org \AMAbEDY sf document on the floor, Tokichiro's Memo #41. It describes a new form of travel, the Light Path, 
4 cs 7 be). Face the statue and press X to get into the puzzle screen. Time to stretch the brain 
muscle again. (@) 


Wo VHC NOT Daa DP. ayo" 
uz: Sacuaneel 


2) MESS ASL) ea Wiap: 
: i 1 wy 
FOND ORAL = tats mm is 
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Pick the leftmost diamond Your only option is to pick 


First, highlight the left Now choose the Choose the only 


circle tile and press X. highlighted diamond tile highlighted circle tile tile and click on X so it the highlighted circle tile 
It moves one space and press X. The result and press X. It moves moves to the center, as and click the button to 
to the left. looks like this. to the left, shown in this screen. move it to the left space. 


Choose the circle tile Move the diamond tile on 


Now choose the rightmost Pick the rightmost circle You can only move the 


diamond tile and press X tile and move it over diamond tile, which puts farthest to the right. Move __ the left by pressing X, It 
to move it to the gap on one space so it appears it into the far-right space.| it toset things up asthey should look like this. Now 
the left. This seems like a like this. Almost there. appear in this screenshot. | move the rightmost circle 
backward step, but it's tile once more and you 
necessary. complete the puzzle. 


Solving the puzzle opens the Light Path. Step onto the glowing disc of light and press X to be whisked away. 


Gi¢u CastLe: STAR TOWER 


Walk to the corner of the roof and look for a Soul Spot floating far below. (@) Absorb it, then move to 
the gap in the railing. Run around the path and down the ladder. 
As soon as you are inside the tower, you find a Puzzle Box 


at your feet. Get behind it and examine it. Beware: Hubajaido 
fire arrows at you from lower down on the tower ramp. (@) 
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Now go to the bottom Pick the left trianglein the Highlight the top triangle Now pick the left triangle 
bottom set of triangles in the leftmost set of in the top set of triangles 
triangles and push that and move the tiles down. 
tile set to 'the right. Pick the bottom triangle 

in the leftmost set of 

triangles, and you are 
home free. A Talisman is 

your ample reward. 


“tt. 
V7 
\ 


Begin by choosing the 

right triangle in the top triangle in the rightmost 

set of triangles. Shiftthe set of triangles. Shift the and press X to move 
tiles down one. tiles and move on. the tiles. 


After solving the puzzle, move down the ramp and attack those 
demon archers. (@) Be sure to go on guard when you bear the 
bows fire. At the bottom, deal with the Joda that show up, then 
examine the lacquer box to find the 

Sreen V aS 
Green Wedge. (@) 3 Ah 

Absorb the Soul Spot, if you haven't — 

already, and save your game. If you have If Ekei is your primary 
the Souls for it, continue working on friend, there may not be 
enhancing the Dokoutsui to Level 3. Hujaido in the tower. 


THE TowER DOOR 


It's time for another potential character switch! Move Jubet to the 
door of the tower, opposite the Magic Mirror. Face the door and 
press X. (@) One of two things happens. 


‘ 


"ti 
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Jubet asks Ekei for a favor. The spearman 

finds a few keys, but not the right one. He 

waddles his way to the next area through 

heavy resistance. 

Items: Yellow Bracelet, Cherry Key, Medicine, 
Nioh Protector, Crescent Key, Magic Jewel 

Gift Items: None 

Foes: Gerohone, Bajaido, Jado, Jaido, 
Dorogando, Battobone 

Magic Mirrors: 1 

Documents: Gifu East Area Map, Human as 
Food, Artwork #12 


€xe! DOES 


A FAVOR 


Jubei makes it to the bottom of the Star 


Tower in Gifu Castle. Try the door, and a 
cutscene begins. (@) 


i 


prenereceenennengerene 


Jubet pounds on the locked door. He's 
unsure what to do until he hears Ekei 
singing outside. The spearman agrees 


to help Jubet by finding the key. 


anolrs 


You now control 
Ekei. Take a moment 
to review his moves 

in the C 
chapter of this 


Move through the only unlocked door—to the west—to find a lacquer 
box with the Gifu East Area Map inside. Just beyond that is a treasure 
box that only Ekei can open. (@) It contains the Yellow Bracelet, 
which allows Eket to absorb Souls just as Jubei can. 

Move along to the water garden in the next area. You must force 
your way west through some demons. Once they're gone, find the box 
with the Cherry Key inside. Use it to open the nearby door. (@) 

You end up back in the Gifu Castle courtyard. Take a moment to 
go down the spine ramp. (@) At the bottom you find another box 
that only Ekei can open. Withdraw the Medicine. 

Return to the castle courtyard—which is crawling with demons— 
and go through the front door. You find some pesky Jaido and a very 
tough Dorogando. Refill your Magic energy at the Soul Fountain if 
necessary, then go through the double doors under the balcony. (@) 

A Gerobone guards the next area, and it's a tough battle. The 
Bajaido distract you if you let them. Press & to keep them away while 
you target and work on the Gerobone. (@) When the green glob 
monster dies, use the Cherry Key to open the door in the east wall. 

Another Eket-only box awaits you right in the doorway. It contains the Niob Protector for Eket's 
arm. Equip it unmediately. The room also bolds a document called Human as Food that describes a 
rather horrible culinary process. You find a lacquer box with the Crescent Key and Artwork #12. (@) 
There's also a Puzzle Box. 
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this triangle, ’ the top set and move the tiles 


the middle ; down. Highlight the top triangle 

one on the : ’ in the rightmost set and push the 

leftmost set. d 5 tiles left to open the box. You get 

Push the . ti, a Magic Jewel, which is useless to 

tiles to the : . Ekei, but is a treasure when you 
control Jubei again. 


Waddle back to the main courtyard of the castle, slaughtering 
demons as you go. A Dorogando waits in the lobby of the castle, but 
if you wish, ignore it and just sweep by. (@) Return to the area with 
narrow bridges over the water garden. Use the Crescent Key to go 

ve é & 
through the locked door. (Q) 


NOTTS 


That's as far into the castle as you need 
to go with Ekei. Go farther if you 
want to farm Red Souls or save your 
game at the Magic Mirror, but we 
won't cover that in detail. 


Here's a new door for the 
key you just found. 


Take our advice: run! As soon as you're through the Crescent Key door, run straight forward and 
out the door on the other side. A battalion of Battobone jumps up to spit at you, but a steady run 
keeps you ahead of the missiles. (@) If you panic, just hold to ward off the attacks. 
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€EKEI IN 
NATURE 


The door leads to a lovely spot 
on the river—a river infested with 
the Batto demons. Show them 
who's the big spearman they 
should fear. (@) Ignore the 
lurkers just off shore. They snipe 
at you with water missiles, but 


aren't worth the effort to attack. 


Artwork #13, Fortinbras Book, 
Golden Evil Statue 


t, you face a Zedan and a few Joda cronies. Let the Zedan come to 
you, because the Joda don't show up until you move farther into the 
area. Take the big guy down, then with the demon ninja. (@) 
Absorb the Souls from the Soul Gauntlet, then move on. 

The forest path ends with a gate and a small stone pedestal. Smash 
the statuary to find a Medicine underneath. (@) 

A couple of Odabei Sineitat are at the waterfall, ready to challenge 
you, and they have Odahei Yumi to back them up. Feel free to use 


your Magic attack, because a Soul Fountain ts nearby. Deal with each 
Ni ches etmek Mercer meas 3 - aa Sure, it's pretty, but it's 


Sineitat, then use some of Eket’s Charms to blast the archer creeps on . 
got treasure inside. 


the roof. Once it's clear, go to the 
nook in the wall and open the box 
inside. (@) You get a shiny new 
Halberd. Equip it immediately. 
Ekei's ready to rumble now. 

Step into the boathouse and save 
your game. Also be sure to pick up 


the Hunting Schedule document. It 


outlines the campaign of Nobunaga's demon horde. Remember to fill 
up at the Soul Fountain. (@) Walk down the steps to the boat. It tak 
you to the fort across the water. Step inside and see what happens. (Q) 


The boat drops you off in front of the fort. You see three Odabei Yumi 
with their bows. Run up the stairs, stopping to block their arrows as 
they shoot; cut them down one by one. (@) A few Odahei Sineitat 
appear behind you, but concentrate on the archers first. After you 
clear them, go after the soldiers. 


Ekei's not afraid of water. Push through the anes and get ready 
Mice, yes, but not water. for Ekei's boss battle. 


We Rec Bet | see 

Better hope that you have the Halberd, Fudo— 
Leg Guard, and Nioh Protector equipped. If 
you were diligent in trading, you may have the 
Ashura Garment. 

RSS ae ; ee x! : Vitality 

Two-Handed Downstroke 228/380/570 Easy Mode: 3,000 
Side Swing 192/320/480 Normal Mode: 5,000 
One-Handed Downstroke 240/400/600 Hiv Mode: 
Thrust Flight 204/340/510 
Over-Shoulder Downstroke 264/440/660 
One-Handed Throw 288/480/720 
Revolving Downstroke ~  300/500/750 
Back Side Swing Around 216/360/540 


Another red Baguwassha. This ax-wielding bully is challenging 
You can't block any of bis attacks, and he nearly fills the room. With 


some fancy footwork—and a lot of Charms—you can prevail. 


First, hold (2) and tap (3). Ekei throws a Charm at the big red demon 


Press (£3) again, and the Charm detonates. Do that as many tt 


possible. Throw every last Charm at the guy. It won't kill bim 
softens him up. 

After you use the last Charm, rush the creature and press & when 
you're next to him. It staggers the brute and allows you to use 
Eket's Secret Combo, ¥, ® + @. Ifyou 
continue using this combo, it makes 
the Baguwassha stagger, preventing 
him from using that devastating ax. 

You may take a bit or two. As 
soon as Ekei gets up, press & to blast 


your foe, then go back to the Secret 


Combo. Within a few minutes 
(if you bad a healthy amount of Charms), you topple the big guy. 
If you ae have many Charms left, you must resort to a running 
game. Hold down (2) and use € and % to sidestep away from the 
creature's ax bl lows. Between scrambling around, fire off a Secret 
Combo or two. 
When you finally defeat the beast, Ekei receives the Snake Key. 


Job well done 


ig 


AL STRATEGY GuIDE 


BACK TO JURE 


, 


Before you leave the fort, pick up Artwork #43 and the two 
documents. (@) The Fortinbras Book describes how Nobunaga rose 
to become the Lord of Demons after Samanosuke Akechi defeated 
Fortinbras (the erstwhile Demon King). The Golden Evil Statue 
document describes the plan to make more humans worship the 


eee ee 


demons with the belp of a giant gold statue. That must have been 


It's not much of a fight to get back here, 
but you may collect a few more 
Red Souls on the way. 


Quite a bit of reading to do here. 


what the demons were doing in Imasho's gold mine. 

Jump into the boat outside and return to the boathouse. Stop to save your game, then backtrack to 
the Star Tower, where Jubet is trapped. You know the way: back TROT 
through the waterfall area and the outside paths, through the 
Crescent Key door, and back to the tower. (@) 

Press X as you face the door to the Star Tower, and Ekei lets 
himself in. A cutscene starts inside. 

Eket has banded over the Yellow Bracelet, which transfers all 
the Red Souls the spearman collected to Jubei's reserves. Wander 


over to the Magic Muror and spend it on getting that hammer to 


Level 3. When all your weapons are boosted, bump up your Yagyu 
Arm Armor as far as you can. | Eket ts still in a good mood. He makes Jubei promise to give 
Then save your game! | bim what he wants: liquor and women. With a chuckle, be 


peerer= = oF So Sa e leaves the samurai to bis own devices. 


Jubei goes down a hole. Magoichi may have something 
t é “i ) cs 
for you, or Kotaro may play a dangerous game. A key ts 


procured, a secret uncovered, and treasure found. 


Items: Cherry Key, Tri-Barrel Gun, Crescent Key, Magic Jewel, 
Normal Bullets x10, Medicine, Dokoutsui Secret, 
Perfect Medicine, Super M. Liquid x2 


Gift Items: History Book vol.1 


Foes: Mozun, Battobone, Zedan, Joda, Bazuu, Oowassha, 
Odahei Sineitai, Bajaido, Baigozare, Gyaran, Gerohone 2 


Magic Mirrors: 1 eee 
Documents: Artwork #11, Tokichiro's Diary, Gifu East Area 
Map, Human as Food, Artwork #12 


FINDING THE FIRST PHANTOM REALM 


Jubei is at the bottom of the Star Tower. Go through the door and head east. You find a Mozun that 
cracks with a bit from the Buraitou. (@) Avoid shots from the Battobone, absorb the Soul Spot, then 
saunter into the new room. It holds Artwork #11 and Tokichiro's Diary. The evil little guy ts quite 
confident about his master’s total victory over Japan. 


A pool of green light 
is on the floor. (@) 
Stand over it and use 
the Green Wedge. This 


opens the first 


Phantom Realm. 
You should enter the 
Realm and complete it 


now. You come out of 
Sout there with a bounty of Red Souls to belp enbance your 
Spot r equipment, and you're right near a Magic Muror. 

Details on the first Phantom Realm can be found on 
page 167. In that section, we describe what kind and how 
many demons you'll face on each level, and we provide 


tips and tactics. Study up, and good bunting. 


anors 


We assume that you have gone through the first 
Phantom Realm and now continue with the regular 
walkthrough. Remember, the details on the Phantom 
Realm can be found on page 172. 


Soul 
Spot 


INTO THE CASTLE 


Dodge Battobone attacks and go through the door east 
of the Star Tower. You find a lacquer box with the Gifu 
East Area Map inside. (@) 

Continue to the narrow bridges of the water garden 
Zedan and Joda wait for you; 


show them how much you an i ale — 
) — 
appreciate them coming around. \ — 


Your primary friend comes to If you controlled Ekei, 
your aid. (@) With one special you already have the 
exception. Gifu East Area Map. 


Magvoic hs 


If the gunner is your special friend, then he has 


You come across 


Magoichi in the 


some extraordinary assistance to give you. midst of a battle. 


He tosses you a 


rifle. Sweet! 


jtigets 
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Use the rifle to blast away the demons 


: SS 
on the bridges. Between the two of you, = 


the decks are quickly swept clean. After 


s If you controlled Ekei, 
the fight, Magoichi lets you keep the you already have the 
gun, so give him a present. Cherry Key and 

The Tri-Barrel Gun uses Burst Bullets — ypnlocked the door. Go 
and comes with a limited supply. Use it through anyway. 


wisely as you go through the game. 


When things are back under control, go to the lacquer box in the west corner and pull out the Cherry Key. Unlock the nearby door and 
push through. (@) 

In the courtyard, a bunch of Bazuu and a single Oowassha greet you. Use all the Magic attacks you want; a Soul Fountain is nearby. 
After dealing with them, absorb the Soul Spot in the corner and move through the double doors into the castle. (@) Inside the main 
entrance chamber you find one of two things. 


Kot aro 


When you enter the castle proper, 
Jubei finds Kotaro hanging around. 
The ninja senses many enemies 
approaching. He leaps to the balcony 
and prepares to use the Fuma bombs. 


This means that a large number of Bajaido start appearing, and Kotaro randomly flings explosives into 
the room. Some help he is. You must pay attention to where bis bombs land and avoid those areas. 
You'll be hurt and knocked down if you are caught in a blast. However, the bombs are not very 
powerful. They don't kill the demons, but just wound them and knock them flat. 

When the last Bajaido turns to dust, Kotaro jumps down. Press X to talk to him, and he gives you 
a present. You can then trade gifts with the young man. 


Keep evict that sword a 
watch out for those bombs. 


If Kotaro is not in the main entrance hall, you fight off a horde of Odabei Sineitai. Remember that 
you're right next to a Soul Fountain, so uncork the Magic attacks on these bad boys. (@) 


A Key AND A SECRET 


Refill your Magic energy at the 


© © > a 
Soul Fountain off the main V7) an ie 


entrance hall, then move through 
5 5 If you controlled Ekei earlier, 


Daddies a etna EZ isck the doce this room is empty, and you can 
Bajatd © buddies, then use the C EIT NC to untock the door in the skip it. Remember that you have 


east wall. Inside, you find a room full of stuff. (@) A box bolds the a Magic Jewel if you solved the 
Crescent Key, Artwork #12 is on the ground, and a Puzzle Box sits Puzzle Box as Ekei. Use it on 
nearby. See if you can solve this mind-bender. Jubei if you haven't already. 


the north doors. A Baigozare waits for you there. Pound bim and bis 


Pouamno aw 
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First, select 


this triangle, 
the middle 
one on the 
leftmost set. 
Push the 
tiles to the 
right. 


sore oe 


Second, choose the left 
triangle in the top set and 
move the tiles down. 
Highlight the top triangle 
in the rightmost set and 
push the tiles left to open 
the box. You get a Magic 
Jewel. Use it immediately. 


Head back to the room where you 
defeated the Baigozare, and go out 
the doors in the north wall. The next 
area has a Soul Spot for you to 
absorb. Grab it, then exit through the 
door in the west wall. The ballway 
you enter has a Magic Muror anda 
lot of Bazuu. (@) Slice through the 
resistance and save your game. Do a 
little equipment enhancement, too, if 
you need it. 

Ignore the door with the Bronze 


Mask in it and leave through the 
door nearest the Magic Mirror, which 


leads down a small ball. You emerge in another narrow hall. (@) 
Run down the ball. If you have the Green Necklace, go into the well room, 


where the dead scout's body is. Equip the Green Necklace and get the Super M. 


This should be familiar ground. 


to Liquid from the Demon Treasure Box. Leave, turn to Juber's left, grab the History 
Book vol. 1 from the box and go up the stairs you find—after fighting off the 


Bazuu, of course. 

A swarm of Gyaran wait in the area above the stairs. You can 
blast at them, or simply pass by and avoid the hassle. You must pay 
attention to the balcony. There's a Soul Spot to the east. ()) Absorb 
it and go through the single door in the southwest corner. 

In the next area, you find an Earth Mozun. (@) Luckily, you have 
the Dokoutsui to smash it with. If you have the Green Necklace, 
equip it and find the Demon Treasure Box with the 10 Normal 
Bullets inside. 

Bash the Mozun and move to the room beyond. You see a lacquer 
box in the back with a Medicine 


inside, and a Puzzle Box is under 


the stairs. Step up to it and try your 


luck. (®) 


yy Lone 


le j @ j / / ~ 
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You've got six turns to Second, shift to the right Third, move over to the Fourth, go to the middle Fifth, choose the middle 
solve this one. First, triangle of the bottom set left triangle inthe bottom triangle inthe rightmost _ triangle on the bottom set 
highlight the bottom and press X to move the set and slide the tiles up, set of triangles and and push the tiles up. 

triangle in the rightmost tiles up. like so. press X to move those Now choose the top 
set, as shown, and push tiles left. triangle in the rightmost 
the tiles left. group and move the tiles 
left. This opens the box 
and reveals the 
Dokoutsui Secret. 


When you get the Dokoutsut Secret, do a little happy dance. The 
Secret Combo is highly effective against the big demons. It should 
become one of your best friends, so learn it well. 

Fight your way back to the Magic Mirror—the one in the ball 
with the Bronze Mask door. (@) You've seen all these demons before; 
they shouldn't be too much trouble. Save your game. 


Save your game here. Yeehaw! Test out the Dokoutsui Secret 


A Sou L Spotti N @ Tou R Enhance if you can. Combo. It kicks butt. 


Here's a quick rundown of a small detour you can make. It brings you past two Soul Spots and two Demon Treasure Boxes, but isn't 
needed to finish the game. So, if you're in the mood to farm some Red Souls, take a gander at this. If not, skip to the next section. 
Go through the Bronze Mask door 


sn uae to find a Soul Spot behind the large 
An aT structure in the middle. If you have 
ee the Green Necklace, put it on and 

4 : find the Demon Treasure Box with the 


; Perfect Medicine inside. (®) 

Move through the area where you met Gogandantess early on and 
fight the demons there. The Gerobone is hardly a problem with Level 
3 weapons. Climb the ladder to the tunnel above and equip the Green 
Necklace again to find the Demon Treasure Box with the Super M. 
Liquid inside. (@) 

Finally, climb up another ladder to the area where you found 
Oyu and the iron horse. A Soul Spot waits there to be absorbed. (®) 
Suck it up, then bead back to the courtyard. 

In the courtyard, you face a lot of demons, but whoever is your best 
buddy is there to kick tail alongside you. (@) When the area is clear, 
trade gifts, then bead to the water garden—the area with all the bridges. 


It could be anyone. Who did you pick? 


mes.com 


Items: Medicine x4, Great Powder pe hola tie ground 
Tube, Herb, Power Jewel, Secret ads ae Jubei runs 
around in a cave. 
Medicine, Bine Necklace _ Resistance ts met. A 
Gift Items: Gourd special powder is found. 
Foes: Joda, Zedan, Battobone, Gifts are given freely. 
Derahyukane, Baigozare, Gyaran, 
Giramusaido, Bajaido, Baragaidoro, 
Gerogone, Oowassha, Baguwassha, 


res 


Documents: Demon Cave Map, 
Tokichiro's Memo #2 


DOWN THe HATCH 


When you reach the water 
garden, you face a few Joda 
and Zedan characters. Stab 
your way through them and 
get to the locked door on 
the north-reaching bridge. 
(@) The Crescent Key opens 
it and lets you in. 

A bunch of Battobone 
leap from the water, 
harrying you with spitballs 


ix | 


as you move along this 
bridge. Take the first exit to 
Jubei's right, and you see an 
Ice Mozun. (@) Pull out 
your trusty Hyouyin-Yart 
and bust it open. 
Inside the next room is a lacquer box with the Gourd in it. Tuck it away, then duck behind the statue 
to find a light hole. (@) Step on the patch of light and press X. Ride it down to whatever awaits you. 


THe DEMON Cave 


You appear ina cave, right next to a Magic Murror. Save your game 
immediately, then check out your surroundings. There's a statue of a 
terrified man running away. (@) Find the lacquer box and remove a 
Medicine from it. Move to the west and take the tunnel you find there. 
Now there's a chance for the story to branch. When you enter the new room, does a cutscene start 


with Magoichi? Or does Jubei just end up in another section of cave? 


ay ~~ at 
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This area holds two more statues of men cringing in terror. (@) There's 


i 
nothing you can do for them yet, so move along. = 
, 


The next area is crawling with Fig eedadicies open 
only for Magoichi. If you're 
not controlling him, you 
can't get into them. Sorry. 


Derabyukane and Baigozare. They are a 
ra) ) 

pain, but the path keeps them from 

Sanging up on you, so use that to your 

advantage. (O) A Soul Spot waits for you 

at the end of the path. 


Derahyukane € { . 

<el 
If you get in trouble and Ekeit is 
your primary friend, the spearman 
shows up to lend you a hand. Let 
him. When it's over, talk to the 
man. He's bungry. Do you have any 


food for him? 


Kotaro ‘SS 


If Kotaro’'s Goodwill is high enough, you see a cutscene as soon as you enter this area. (@) 


Move through the wall into a small 
secret chamber. (@) Inside the 
lacquer box is the Blue Necklace. 
Kotaro is sulking nearby. You can 
trade gifts with him to try to make 
him feel better. 


Kotaro and Oyu are sparring, Jubei tries to break it up, but the nirya presses the attack. 
Oyu runs off, darting around a corner. Kotaro follows and finds a blank wall. He quickly 
discovers the trick and the wall slides back. 


The tough Giramusaido and some Gyaran populate the next 


stretch of cave path. Use the Buraitou to cut a swath of 
destruction through them. (@) 


To THE BRIDGE 


A twisty path leads you into an ambush of Bajaido and a oe ah 
Ue aplpgoses hohe h oF Bajaeaane Giramusaido 
Baragaidoro. Test out that Dokoutsut Secret Combo on these 
res 
jokers, then press on. You come to a drawbridge over a gorge. 
The switch to lower the bridge is covered with the slimy form 
ra) ) 
of a Gerogone. (@) Destroy it and deal with the swarm of 
Bajaido that buzz around you with their swords. Back away 
from the Gerogone and deal with the lizardlike demons first. With their numbers pared down, you can 
go after the gelatinous guardian. Use a Magic attack to soften it up a bit. 
When the switch is clear, stand by it and press X. Jubei lowers the 
bridge. Cross over, absorb the Soul Spot, and move on. 


In the next segment of cave, save your game at the Magic Mirror 
and enhance your equipment as needed. A lacquer box nearby holds 
the Demon Cave Map. Peek at it to see that you're traveling ina 
square-shaped path, and you're almost halfway around. (@) Pick up 
i Tokichiro's Memo #2 to shed some light on these statues. They are 


petrified humans. You must find the Great Powder Tube. 


Kot aro 


Kotaro waits for you when you step into the next area. (@) 
He says that traps are laid along this stretch of the path. He 
volunteers to show you the correct path, so watch carefully. 

After you're clear, talk to Kotaro. If you got through 
without setting off a trap, be gives you an Herb. You can 
trade with him if you want. 


Keep an eye on the ninja. 


i 
j 
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Slowly step into the next area until the first Derabyukane bursts from the ground. Use your Dokoutsut Secret Combo mercilessly. It puts 
down every demon bug and Baigozare in that area. Don't become reckless, or they'll beat you to a pulp. Continue using this attack, and 
you escape with only a few bruises. 


A Heavy Scuffle 


The next area is easier if you know the trick. Equip the Dokoutsui and walk a few steps in. When an 
Oowassha ts within range, run up and use the Magic attack. It knocks the snot out of the beasts lurking 
in the room. (@®) Wait for another foe to arrive, then use the Magic attack again. Then you must use 
the Dokoutsui Secret Combo on the Baguwassha. Use the combo over and over in quick succession to 


avoid most of bis hits. Wait here, next to the explosive barrels, 


for your first target to emerge. 


friend is, if you get in trouble 
with the Baguwassha and the 
Oowassha, Oyu appears to help 
out. Talk to her after the battle, 
and she gives you a Medicine. 
You can trade if you want. 


Start by highlighting the 
left triangle on the bottom 
set and push the tiles up. 


Now target the bottom 
triangle on the leftmost 
set and shift the tiles to 


Upon walking into the next room, 
you are hit by a barrage of arrows 
from the Hubajaido. Run forward 
and use a quick Magic attack from 
the Earth Orb bammer. It knocks 
out those pesky demons with bows 
and weakens the Baragaidoro. (®) 
Absorb the Soul Spot and press on. 

You're almost done with this 
cave. The next area bolds a lacquer box with the Great Powder Tube inside. Take it. Face the 
Odabei Sineitai that rise to meet you. (@) Once they're worm food, absorb the Soul Spot 
and crack the Wind Mozun with the Senpumaru. Saunter out. 

You get an Herb in the next area. And 
you get another Puzzle Box to solve. Step 
up and try it out. (®) 


Next select the bottom 
triangle on the rightmost 
set and shift them left. 
Highlight the left triangle 
on the top set and push 
the tiles down. The box 
opens and disgorges a 
Power Jewel. Use it 
immediately. 


Third, select the right 
triangle on the bottom set 
and move the tiles up. 

the right. 


After you solve the puzzle, find the statue of a man in the same area. 
(®) Step up to it and use the Great Powder Tube. The man reverts to 
flesh and gives you a Secret Medicine in thanks. 

Travel around the Demon Cave and use the Great Powder on all 
the petrified people. Talk to them after they're back to normal. A 
couple of them give you Medicines. (@) 

After you finish your tasks, save your game and ride the light bole 
back up to the Gifu East Area. You've got the Great Powder Tube; it's 
time to move on. 


Don't forget this guy, by the second 
Magic Mirror. 


START 


You now have control of 
Magoichi. Review his controls in 
the Characters chapter of this 
guide. You automatically read 
Tokichiro’s Memo #2. It describes 
the Petrifaction Bullet. It also 
mentions the antidote, something 
called Great Powder. Find it. 

Go to the Magoichi-only box 
(the one wrapped in a chain) and 
press X to open it. Take the 
Green Bracelet, which allows the 
rifleman to absorb Souls just as 


Jubet can. 


Jubei gets stoned. 


Items: Green Bracelet, Flamethrower + 
Fuel, Great Powder Tube, Medicine x2, 
Secret Medicine, Power Jewel, Herb, 
Normal Bullets x10, Rasha Gloves 

Gift Items: None 

Foes: Joda, Gyaran, Hubajaido, Hyukane, 
Gerohone, Bajaido, Dorahyukane, 
Bazuu, Baguwassha, Odahei Sineitai, 
Kechara, Baragaidoro _ 

Magic Mirrors: 2 

Documents: Tokichiro's Memo #2, 
Demon Cave Map 


Magoichi takes up the 
quest. A lot of 
monsters meet the 
power of gunpowder. 
Magoichi finds The 
Great Powder Tube. 
Jubet is freed. 


THE RIGFLEMAN COMETH 


Move into the area past the Magic Murror anda 
cutscene starts. Pay attention. (@) 


Magoichi examines a couple of statues. They're petrified men, turned to stone by Nobunaga's 


forces. Jubet enters just in time to save Magoichi from a rifle shot. The bullet bits the samurat, 

and his flesh hardens to stone. Tokichiro comes out of the shadows to gloat. Magoichi destroys 
the creep’s rifle. Nobunaga's aide shuffles off, dropping a piece of paper, while Magoicht swears 
to Jubei’s statue that he'll belp him out of this mess. 


Move into the next section of cave to face some Joda and a Gyaran. 
(@) Magoichi's gun is extremely effective at keeping demons at bay. 
You bought the five-barrel Goraishinkt for bim back in Imasho, right? 

You sweep through the cave areas with relative ease. When you 
first enter an area, bold (82) and press M@ a few times to fire off several 
volleys. That pushes away any nearby beasts. Move forward and do it 
again. This pattern keeps you pretty safe. 

_ 3 4 A = 

Be careful in this next section. A trio of Hubajaido fire arrows at 


you. (@) Continue firing as rapidly as possible to take them down; 


sidestep to avoid arrows. 
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The twisted path with Hyukane and Gyaran shouldn't pose a problem. They all fall to the Goraishinki. 
The bridge area beyond that, however, is tough. A Gerohone is suctioned onto the bridge switch, and 
Bajaido continually pop up to bother you. (@) Line yourself up and press & to charge up Magoicht's 
continuous-shot ability. When it dies off, press & a second time and continue pouring out bullets. Get 
close enough to the creature so that you wound its body, but not its tentacles. Stay with the regular 
shots after the second Magic boost. You soon crack the green glob and can flick the switch. 

The next section of cave is calm. Save your game at the Magic Murror. A box holds the Demon Cave 
Map. Grab the Rasha Gloves from the box located in the northernmost section of this room. (@) Equip 
them and keep moving. 


You find a path infested with Dorabyukane and Gyaran. Not a problem. Blast them to pieces and 
bead out. You're about to find a big problem. 

Magoichi enters a wide section of cave. The door leading out seals behind you; there's no turning 
back until you complete this battle. (@) 


sf 5 We Re commen S| eee 

Name : nee se Easy. [Hard | The Goraishinki is almost required—you gave 
awuo Handed Downstroke 2.0. ae 228/380/570 | _ that to Magoichi early on, right? Western 
Side Swing 192/320/480 Boots equipped? Did you trade for the Pirate 
One-Handed Downstroke 240/400/600 Costume? Is it equipped? Good. You're all set. 
Thrust Flight 204/340/510 Vitelit 

Over-Shoulder Downstroke 264/440/660 pre 7 

One-Handed Throw 288/480/720 Easy Mode: 3,000 
Revolving Downstroke ~ 300/500/750 Normal Mode: 5,000 

Back Side Swing Around 216/360/540 Hard Mode: 7,000 


Deal with the Baguwassha and the Bazuu that hang out with him. Also, those weird barrels explode if 


oichi has a long-range weapon, though, so it is hard for these foes to get near you. 


azuu are there to draw your fire while the biz guy lumbers up 


ig to bit you with that huge ax. 


e him the chance. Stay at the back of the room, up against the force field that blocks the door 


in, and use regular shots on the Bazuu that spin up to you. 


t's shots blow up the barrels, killing off a few Bazuu as 


When the Baguwassha shows up at the right of the 
screen, press & to charge up Magoicht’s weapon. If 
Bazuu are in the way, kill them. Make sure you release, 
then bold 2) so that you target the Baguwassha. Hold 

® to rapid fire ammo into his red chest. 


The blasts push him back. When the power 


wears off, try the same pattern. Use regular shots 


until the big guy shows up, then press & and 


let loose. Two or three repetitions, and the 
creature crumbles. Soak up the Souls 
and mop up the remaining Bazuu. The 


shields drop; continue on. 


THE GREAT POWDER 


Things go quickly with the rifleman. The Odahei Sineitai and Gyaran 
in the following area go down quickly under a hail of bullets. (@) 
Moving on, you find a Magoichi-only box that holds the Flamethrower 
+ Fuel. It bas devastating power, but lacks the Goraishinkt's range. 
Grab the Great Powder Tube from the lacquer box. (@) A Wind 
Mozun blocks the way, so Magoichi must backtrack to get to Jubei. 


The areas contain the same demons as before until you come back to the bridge. (@) Step onto the structure, and a cutscene begins. 
Equip the Flamethrower if 


you aren't already wielding it. 
Stay near the Kechacha and fire 
off short bursts. Hold and 
use € and % to sweep it left and 
right to keep the critter in the 
flames. The thing is partly 


transparent, so you can't auto- 
target it. Manually aum the ER _e 
Flamethrower with the This creature is hard to hit. 
Directional buttons. (@) 

You probably won't kill the 
thing in one try. It eventually becomes bored and rises into the air. Continue west and into the next area, 
where you find the Kechacha at a bend in the path. (@) Use the Flamethrower as previously described, 
and you may just knock the beast out. When it dies, you automat- 
ically get the Great Powder Tube back. 

You face more Hubajaido and Gyaran in the following section 
of cave, so switch to the Goraishinki to deal with them. Blast past 
the Musaido and Gyaran. (@) After that, move on to the cave 
where Jubet's statue waits. Use the Great Powder Tube to cure him. 
A cutscene begins. (@) 


While Magoichi isn't looking, a frisky Kechacha zips up and 


snags the Great Powder Tube from bis hand. 
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If the Kechacha floats away 
again, you'll find it back at the 
bridge area. It bounces between 
there and the bend in the path. 


Keep attacking until it falls. 


JUREl 
Mops Up 


You get the Green Bracelet, 
Magoichi sprinkles the Great Powder on Jubei, who turns back to his fleshy form. Magoichi which ts full of Red Souls that 
hands over the Great Powder Tube and leaves. Magoichi collected on his travels 
~ $$ $$ —_—— around the Demon Cave. Use the 
Great Powder Tube on the two petrified men in the cave where Jubet 


was stuck. Press X to talk to them, and one bands you a Medicine. 

You must do two things. One, find the petrified guy at the second 
Magic Mirror and release bim with the Great Powder. (@) Talk to him, 
and he gives you a Medicine, too. Find the petrified man to the east of 
the light bole entrance and use the Powder on him. He gives you a 
Secret Medicine. (@®) In that same area, solve the Puzzle Box. 
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Puzzle Box, then move to 
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the area just south of 
el where Magoichi found the 
Great Powder Tube. (®) 
Equip the Green Necklace, 
and you see a Demon 
Treasure Box that holds 10 
Normal Bullets. Grab 
them and return to the 
light bole at the entrance. 


Start by highlighting the | Now target the bottom Third, select the right Next, select the bottom Save your game, enhance 


left triangle on the bottom triangle on the leftmost triangle on the bottom set — triangle on the rightmost 

set, then push the tiles up. set, and shift the tiles to and move the tiles up. set and shift them left. 
the right. Highlight the left triangle 

on the top set and push 

the tiles down. The box 

opens and disgorges a 

Power Jewel. Use it 

immediately. 


your equipment, then 
step on the light bole and 
press X to be pulled up. 


Jubei takes the 
nature road. 
Magoichi might 


tell the truth. A Foes: Baragaidoro, Battobone, 


few Items are Beibei, Giramusaido, Musaido, 
found, a few Hubajaido, Oowassha, 
enemies fought. Gerohone, Bajaido, Raigozare 


: Sout 
hg agi: bea Magic Mirrors: 1 GAUNTLET 
a boat ride anc eee TOR AE Oe ee ee TRL, 
Documents: Hunting Schedule, 
Artwork #13, Fortinbras Book, 


Golden Evil Statue 


opens a Light Path. 


To THE RIVER 


Head to the water garden bridges and destroy the Baragaidoro stomping around. Then go out the door to the east. (@) You emerge on 
the rocky shore of a lazy river. 


Magoichi is battling some Battobone. He's doing fine until 
one claws him down. Jubet rushes to his side, but the 
Battobone demand the samurai's attention. 


Get out a heavy weapon and start swinging. Slash and back your way 
o, = Be 

through the three fishy demons that await you. When the last one 

falls, another cutscene begins. 


| Magoichi is fine, but shaken up. He decides to confide in Jubei, but only Jubet. The gunner 
is also trying to destroy Nobunaga. The Demon Lord is going to attack Saiga village, where 
Magoichi was raised by the women of the village after be was orphaned. It’s a sad tale, and 
Ekei, who's been eavesdropping, ts brought to tears. 


Without the two combative men in your life, Giramusaido populate the area by the river, and a Beibei 
covers the exit gate. (@) Oyu or Kotaro are there to help if either ts your main partner. Clear the demons 
out, and your friend runs off. Absorb the Soul Spot, then go out the gate that the Beibei was on. 


FINDING A BOAT 


— 
You see a Soul Gauntlet in the second riverside location, as well as a bunch of SS 


Musaido demons. Do your thing and move on. These guys shouldn't slow you If you controlled Ekei, 


down by this point. (@) the statue won't be 
When you reach the top of the slope, there's a stone statue sitting in the there anymore. You 
path. Smash it to get the Medicine. (@) If you have the Green Necklace, equip broke it with the 


os , - > 
it and grab the Medicine in the Demon Treasure Box. spearman, remember? 
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Jubei asks Oyu if she's 
all right. She is, and 
they share a tender 
moment of band- 
touching and eye- 
gazing before she gets 
up. Feel the sparks fly! 


When you step through the gate to the 
waterfall area, a short cutscene shows an 
Oowassha knocking down Oyu. This 
happens only if her Goodwill toward you is 
extremely high. Defend ber by beating the 
bad boy down. Step up to Oyu and press X, 
and another cutscene starts. (@) 


a 


When she's up, the power of love fills Jubet’s heart—and bis energy bars. Both Vitality and Magic energy are filled to the top. Not bad. 


[Retr cae i alate edeemmeleae 


A Baigozare and some Hubajaido await you at the waterfall. (@) Unleash as many Magic attacks as you 
want to; a Soul Fountain is nearby. Sweep up, then enter the boathouse. 


THe FORT CHALLENGE 


nors 


Magic energy up to the top. You also find the Hunting Schedule document. Once again, if you 
(@) It’s a list of where Nobunaga's demon forces will be attacking. Save your controlled Ekei 


game and go down the stairs. earlier, you already 
< . have the Hunting 


Schedule document. 


In the boathouse, you encounter a Magic Mirror and a Soul Fountain—fill that 


A boat waits at a small dock. Move to the end of the dock to see a Soul 
Spot far out on the water. Hold @ and wait until you've absorbed the Red 
Souls. (@) Then stand near the boat and press X to enter it. You are transported across to the fort. 

At the base of the landing dock you see a Gerobone on the platform above. (@) Equip the 
Buraitou and rush up the steps. Bajaido appear, but target the 
Gerohone and zap it with a Magic attack. Keep using the Buraitou’s 
Secret Combo on the thing. A couple should knock it out. Mop up 
the Bajaido and go through the door that the Gerobone was 
guarding, 

The room houses a couple of Raigozare—nasty guys with big 
sticks. (@) Smash one with a Magic attack from the Dokoutsut. That 


knocks out one of the jerks and makes the other fall down. When it —" 
starts to stagger to its feet, whip out the Dokoutsut’s Secret Combo. afl ve 
Keep it up, and you defeat the beasts without taking a bit. Pick up the If you played as Ekei earlier, you 
Artwork #13, the Fortinbras Book (which describes the Demon Lord), already have these documents. 


and the Golden Evil Statue document, which explains why the gold 
from Imasho was needed. 

Go through the door in the northeast corner, and you find two 
more petrified men blocking the way. Absorb the Soul Spot above 
them, then use the Great Powder Tube to free the poor fools. (@) 
Press X to talk to the reanimated guys, and one gives you a Secret 
Medicine. 

Move into a small room with another circle-and-diamond-tile puzzle. Stand in front of the statue 
and press X to solve this brain-teaser. (Q)) This one is long and involved. We give you step-by-step 
instructions, but after a few moves, you may understand the pattern of shifting. Try it for yourself and refer back here if you get stuck. 
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First, highlight the Highlight the rightmost | Choose that leftmost circle Get back to the circle tile 
leftmost circle tile. Press diamond tile and press X tile again, and tap X to ig jag) o} yoy on the left and move it 
X, and it shifts over once. to move it to the right. move it. P ‘ with a button press. 


Now highlight the Highlight the rightmost Now pick the middle circle 
leftmost diamond tileand tile and press X.lt moves diamondtile, and press X diamond tile and tap X to _ tile and move it once with 


press X, It hops to the back to the left, but that's to push it to the right. shift it over the circle tile the X button. Then 
right, over the circle tile. OK, Now pick the circle to the right. choose the leftmost 

Then choose the only tile, as shown in this diamond tile and use X 
circle tile you're allowed screen, and press X to to move it. 
to and press X toset itin move it. 

the slot farthest to the 


left. lt stays there. 


Biche 4 ae te n’ 
Highlight the circle tile in Choose the middle Highlight the leftmost 
het Lie ijn ‘i pia A pda maaan fess i the rightmost slot and diamond tile and press X | diamond tile and press X. 
it in its final position. to shift it back to the left. Pregerry epeHoMe att nner to move it. lt ends up in 
Again, it's aistep back, but grab the only available its final spot. 
it'stiecessary! diamond tile and move 
that. lt ends up in its final 
resting spot in the farthest 
right slot. 


After you solve the puzzle, a Light Path opens. Step on the disc 
of glowing purple and press X. Travel the Light Path to 
wherever it goes. 


Choose the rightmost circle 
tile, and tap X to move it. 
Then pick the leftmost 
diamond tile and shift it to 
finish the puzzle. 
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Items: Special M. Liquid, Black Necklace, Secret a to ie oh ees A lot 
M dici e, Normal B Il t x10, M i J Herb of blood leads to a ongtime 
secret. Arena games make way 
Gift Items: None for hallways. A lift brings Jubet 
Foes: Baragaidoro, Barazedan, Jaido, Musaido, to more familiar territory. 

Bazuu, Oowassha, Baigozare 
Magic Mirrors: 1 
Documents: Oni's Place Map #3 


BLOOD AND HALLWAYS — 


You end up above the Blood Pond. Absorb the 
Soul Spot and grab the Special M. Liquid from 
the lacquer box by the door. (@) Exit through 
the door to a hallway where a couple of 
Baragaidoro block your way. Use the 
Dokoutsui Secret Combo to punch through 
them and the Barazedan that arrive. (@) 


Once the hall is clear, check your Inventory for 
the Fossilized Bones. You receive them during 
gift exchanges with the three men. There are 
three Fossilized Bones, one from each male character, and if you have all of them, 
use them bere. Stand next to the doors with two skeletal hands linked over them. 
(@) Notice that there are three “fingers” missing. Use the three Fossilized Bones, 
and the door opens. Inside is a box containing the Black Necklace. This box only 
takes four moves. First, select the right triangle in the top set of triangles and push 
the tiles down. Then highlight the bottom triangle in the rightmost set, slide the 
tiles left. Third, choose the left triangle in the bottom set of 
* ai! Site j triangles and move the tiles up. Finally, select the middle triangle 
eli. of the leftmost set and slide the tiles right. Voila. 
ay? - If you have the Green Necklace, equip it in the fossilized 
hands hallway. Get the Secret Medicine from the Demon 
Treasure Box. 
Go through the door in the northeast commer. You end up ina 
safe room with a Magic Mirror and the Onis Place Map #3 ina 
box. (@) Enhance your equipment, save your game, and proceed. 


f » Is Magoichi your best friend? See the following section. ‘® \ 
If Magoichi isn't your best friend, go to page 153. 
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If the gunner's Goodwill toward Jubei is exceptionally high, be waits for you in the Magic Maror room. 


(@) Stand near him and press X. He asks if you think a sword or a gun ts strongest. Choose "Sword" to 
start a cool minigame. 
Magoichi leads the way into an arenalike room with a statue in the middle. The contest is to see who 
can kill 20 demons the fastest. You must use the Yagyu Sword; no Orb weapons allowed. 
He shows up in the strangest places. they dle, so stick with one at a time. When the match begins, run to the opposite side of the central 
statue and start there. If you let him, Magoichi steals kills, shooting a demon you've wounded. 

Alternatively, you can steal his kills by going after a demon you've seen him shoot. A wounded creature falls to the sword more quickly. 

The demons give off Souls as they die, but don't waste too much time absorbing them. If you're 
abead by two or more, suck up Souls. Otherwise, ignore them and keep hacking. 

When you win, Magoichi congratulates you. Press X to talk to him, and he gives you a present. 


Concentrate your attack. The Jaido and Musaido require four or five slashes from your sword before 


Trade with him if you want. 
Absorb the Soul Spot on the central statue's wingtip, then bead out the door. 


tagotcht-specte ys below. 


Move into the arena with a statue in the center, and get ready to brawl. (@) Several Oowassha and a 
herd of Bazuu await you. You can take them out with the Dokoutsui alone. Pop off a Magic attack to 
rattle their teeth, then use the Secret Combo to smash them down. 

If you get into trouble, no matter who your primary friend is, Oyu shows up to give support. The 
Bazuu keep coming, so stay sharp. Once it's finished, suck up the Soul Spot hovering on the statue's 
wingtip, then exit through the north door. 


More HALLWAYS 


Outside the arena area you find a confusing group of balls. Check 
your map to orient, then bead east. Follow the wall and dispatch the 
Baigozare you find at the end. (@) A few Secret Combos with the 
Dokoutsui does the job. If you have the Green Necklace, don it to 
find a Demon Treasure Box holding 10 Normal Bullets. 


Hop up the ledge and down the offshoot ball toward the Puzzle 


Box. You hear a demon rising behind you. Turn back and wallop the Baigozare with your hammer. 
Move toward the Puzzle Box again, and another Baigozare sneaks up behind you. This happens three 
times. When the last creature is dust, focus your attention on the Puzzle Box. (@) 
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To start, = Next, choose [> LYai,i5 Third, pick the left 
highlight the the bottom : triangle in the top set of 


top triangle : triangle in triangles and push the 
in the ty Be the same tiles down. Highlight the 
rightmost set : rightmost P@ ; bottom triangle in the 
of triangles. set and slide ; ¥ leftmost set and press 
Slide the tiles . the tiles to Be SU oe X. The box opens, and 
to the left. the left. D cig © you get a Magic Jewel. 
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Return to where you entered the hallways, then follow the wall to Jubet's left until you reach a lacquer box in the southwest. (@) Grab 
the Herb from inside. Turn around, follow the wall to Jubet's left, and you end up in the northern part of the balls. 
A fan-operated lift is there. (@) Stand under the fan and pull out the Senpumaru. A quick blast of whirlwind, and the elevator 


powers up. Ride tt up. 


A locked room is unlocked. A key is 
found. Oyu might need help. Ekei 
might need a drink. Jubet must avoid 
the slings and arrows of outrageous 
Hubajaido. An old foe is met, a trap 
is sprung, and Oyu tells a tale. 


Bac 
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The lift brings you to a room previously inaccessible in the 
Oni's Sacred Place. You find the Scarlet Key flashing on the 
stone floor and Artwork #14 resting on a crate. (@) If you 
have the Green Necklace, equip it and take the Medicine from 
the Demon Treasure Box. Unlock the door and push through. 
Exit the room where you found the Scarlet Key and turn to 
Jubet's left (east) in the 
halls. Keep your ears 
peeled; you're listening for 


a specific sound. 


‘ Did you hear Oyu scream? See the following section. f 
If Oyu did not scream, turn to Moving on Down, page 155. 


Onn 


If Oyu’s Goodwill is high enough, you bear her scream. Go through the door in the east and enter the 
sphinx statue room. A hideous Gerogone and a swarm of Bajaido are there to slow you down. (@) 
Target the Gerogone first and pop off a Buraitou Magic attack. Follow up with a few Secret Combos to 
put it out of commission, then deal with the Bajaido. When it's clear, go through the-door the 
Gerogone was stuck to. 

Oyu is in the following area. She's been strapped to the wall. (@) A glowing switch is nearby. 


Press X to talk to ber, and she begs you to leave her there. Face the es 
glowing switch and press X. Say yes when it asks if you want to move nf 
a va 
the switch. Every time you do, you lose Health. You may need to use an 
Herb or two, but leaving Oyu wouldn't be nice. Move the switch three 
times, and the lady is free. Talk to her, and she gives you a present. 

Now make your way west to the Magic Muror on this level. 


oO 


» This must be a trep. t 
p~ But Ihave to move it to, cave Oyu. 
| z 


You are harmed each time you shift the switch. 


MOVING ON DOWN 


Save your game at the Magic Mirror and enbance your equipment. (@) You should be nearing Level 3 
on your Yagyu Armor. Once that's topped off, concentrate on enhancing the Yagyu Arm Armor, doing 
the Yagyu Foot Armor last. Then move through the door next to the Mirror. 


Is Ekei you primary friend? See the following section. 
If Ekei is not your primary friend, turn to page 156. 


Ekei 


If Eket is your finest friend, with a bigh Goodwill, then he's in the 
room where you first spun the fan to fix the elevator. (@) Press X to 
talk to him, and he whines about his lack of energy. He needs his 
Stamina Drink. Leave him there and ride the elevator down. 

Use Magic attacks on the Dorogandokai and the Hubajaido on 
the platforms above. (@) However, save your Dokoutsut Magic; you'll 
need it soon. The big guy is fading. 

Run into the area with a catwalk running along the edge; wait for He needs a pick-me-up. 
the Hubajaido to appear. As soon as they're solid, rush one of them 
and use the Dokoutsut’s Magic attack. (@) It kills all of the demon 
archers. Absorb their Souls and deal with the rampaging 
Dorogandokai. Then climb the ladder and follow the catwalk to the 
next door. 

You notice a flashing Item on the ground near the puzzle cabinet 
you solved earlier. It's the Stamina Drink—pick it up and give it to 
Eket. (@) He gives you a present in return, then stands up. You can 
trade more gifts with bim. Return to the room where you found the 
Stamina Drink. 


TLS SACRED PLAGE REDUX 
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Without Eket to slow you down, enter the room with the first fan 
driven elevator you encountered and ride the lift down. (@) 

Use Magic attacks on the Dorogandokai and the Hubajaido on 
the platforms above. (@) However, save your Dokoutsui Magic; 
you'll need it soon. 

Run into the area with a catwalk running along the edge; wait 
for the Hubajaido to appear. As soon as they're solid, rush one of 
them and use the Dokoutsut's Magic attack. (@) It kills all of the 
demon archers. Absorb their 
Souls and deal with the 
rampaging Dorogandokat. Then 
climb the ladder and follow the 
catwalk to the next door. 


NOBUNAGA'S LACKEY 
When you're in the room with the Soul Fountain, fill your Magic energy to the top. Use the Scarlet Key 
to open the door in the northwest corner. (@) Saunter through and head down the hall to begin 
another cutscene. (@) It’s a long one, so pay attention. 


Tokichiro is arguing with Oyu again. Jubei steps up and knocks 
the little man away. Unfortunately, be knocked Tokichiro right 
up against the controls for a trap door. Jubei and Oyu end up in 
a pit. Now that they have time, Oyu finally reveals ber Her 
name is actually Oichi. She's married to the lord of Odani, with 
three step-children, and she's Nobunaga's sister. Jubet is a bit 
rattled, but she's so sweet that they make up. 
Meanwhile, Tokichiro sets off 

a series of explosions that blow 

out a wall of the couple's pris 

but don't kill them. 
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Gogandantess gives his last challenge. A 
noble enemy concedes defeat. The Oni's 
super weapon is revealed, but it’s in 
Tokichiro's control. He escapes, and Jubet 


and Oyu play catch-up. 


Items: Secret Medicine x2, Respect Orb, 


Documents: Gogandantess Shield 
GOODNIGHT, 
GOGANDANTESS 


A Magic 
Muror ts 
located 
right near 
the hole 
blasted in 
Jubei and 
Oyu's pit. 
Enhance 
your equipment and save your game. (@) 
Farther down the hall you find a lacquer 
box with Secret Medicine inside. A second 
box holds the extremely informative 
Gogandantess Shield document. It explains 
that the Sacred Flute can be used to disable 
the demon swordsman’s shield, rendering 
him vulnerable to attack. This soon comes 
in bandy. 
Move through the door opposite the box 
that held document, and you enter 
another cutscene. (@) 


An explosion rocks the room, 

cracking the floor. Oyu is about 

to fall, but Gogandantess swoops 
f. 

in to rescue her. It $ surprising, 

but the demon fencer explains 

with bis usual arrogance. Jubet, 


more respectful of his foe since be 


acted honorably, readies himself for the coming fight. Gogandantess is thrilled; he’s been looking forward to this final confrontation. 


Revolving Side Cut 
Upper Cut 

Guard Break 
Throwing Knife 
Kick 

Jump Cut 

2nd Level Cut 
Guard to Revolving Cut 
Guard to Guard Break 
Guard to Disembowel 
Vertical Cut 

Pileup Vertical Cut 
Pileup Thrust 
Pileup Disembowel 


against you. Watch for the 
and avoid those hits 
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Orb Sword _ 
Buraitou 
Hyouyin-Yart 
Senpumaru 
Dokoutsut 
Yagyu Armor 


Yagyu Foot Armor 


Vital ity 
Easy Mode: 


Normal Mode: 


Hard Mode: 


Yes 90/150/240 


le wi 


Yes 156/260/416 
Yes 168/280/448 
No 312/520/832 
No 186/310/496 
156/260/416 
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utage of attacks. He 


ome of them, but you weaken the pale 


telltale red « 


If the Magic energy runs dry and Gogandantess ts still 


ujin-Yari Secret Combo on him. The range 


ag bim and keeps him at arm's length 


Within minutes, Gogandantess falls, triggering another cutscene 
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Suggested Level _ 


Level 3 
Level 3 
Level 3 
Level 3 
Level 3 
Level 2 


Level 2 


6,500 
8,500 


With a final blow, the demon 
swordsman goes down. Jubet, 
recognizing a worthy opponent, 
rushes to bis side. Gogandantess 
hardly seems sad that he's lost. He 
expresses great respect for Jubei's 
8 y 

strength. He asks only that the 


samurat say his name. Jubei fulfills his enemy's wish and Gogandantess expires, leaving the Respect Orb behind. 


Absorb the Souls that the demon leaves behind. You now have four 
of the Sacred Orbs. The end is getting closer. Exit through the door in 
the east wall. 

You appear ina room full of piping. You must visit several places 
in the room in order to collect all the Items. If you bave the Green 
Necklace, equip it and find the Demon Treasure Box next to the door 
you just entered. It bolds a Secret Medicine. 

Climb up the ladder across the way and follow the pipes to the 
treasure box blocked by two vents. (@) Hit the vents and step back; 
they explode. After the explosion, grab the Medicine from the box. 

Move as far west as possible, up against the west wall, and run south down the thick pipe there. It’s 


broken in the middle, but push ® to make Jubet jump the gap. Continue on to the lacquer box with 


—— rn the Herb inside. (@) 
Ne 7p oN Work your way back, then walk across the 
@ 


vg 


\ 


the Medicine. Climb the ladder at the end 
and face the Puzzle Box on the platform. 
(@) Press X to solve the puzzle. 

Move back to the top of the first ladder you climbed up in this room. From 
there, face south and press %. Jubei hops over the platforms to the other side. 
(@) Clamber up the ladder and out the door. 

The door leads back into a familiar area. Oyu waits there. Press X to talk to 
her, and she mentions a bollow where you can place a Sacred Orb. Move to the 
white statue of a woman and press X. (@) Say yes to placing the Orb, anda 
cutscene 


y ON two pipes that run south from where you got 
‘| yoe 

j { 

oA € J 

ax, YA iil 


Choose the bottom Highlight the right begins. 
triangle inthe rightmost __ triangle in the bottom set, 3 
set and shift the tiles. and press X to move the 


tiles up. 


Use the left triangle inthe Highlight the top triangle 


top set of triangles to in the leftmost set of 
move the tiles down one. triangles and press X. 
Now pick the middle 


triangle of the top set and 

shift those tiles. A Power 
Jewel pops out. Use it 

immediately. 
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The ground shakes violently, and a @ 
buge vehicle bursts from the floor. 
This is the Oni's Super Weapon. 
Demons attack the pair of warriors 
as Tokichiro gloats. The little man 
walks into the Super Weapon, and 
it smashes through a wall and 
onto the water. As Jubei and Oyu watch in astonishment, the Super Weapon lifts off into the sky, beaded for Odani Castle. 


defeating Gogandantess. You can then give Gifts to Oyu if you 
want. Go to the strange-looking craft and press X when Jubet is 
under one of the wings and close to the fuselage. Another 


The island is breaking apart. Jubet and Oyu climb a flight of stairs 
Ne Ral and end up ina hangar. A strange machine ts settled there. 
.% . 


4 
a 


Perhaps it will prove useful. 


Immediately save your game at 
the Magic Mirror. (@) This 
ensures that you don't lose all 
the bard work you put in 


Jubet decides that this machine can help them catch the Super 
Weapon. However, the island is about to explode. Oyu spots a 
roll-up door with two handles on either side. They station 


themselves at the handles, one on each. 
cutscene starts. 


Let's test your manual dexterity. The handles must be turned at the same time. The right handle goes 
clockwise, the left handle goes counterclockwise. If you turn one faster than the other, that corner of the 
door rises too fast and becomes stuck. 

You must use the analog sticks on your controller to operate the door handles. Try using index 
fingers instead of thumbs to work the sticks; it can be easier that way. If one side goes too fast, stop 
turning that stick until the other side catches up. 

You're being timed on this—a timer counts down in the upper-left corner. When you get the door 


This door is way off. The right side is : Lg 
open, the minigame stops and you go straight to a cutscene. Good luck. 


much higher than the left. Notice the 
timer in the upper left corner. 


The Dragonfly Glider (the strange-looking machine) is lowered to the floor as the hangar door opens. Jubei and Oyu slide under 
the machine, and it grabs bold of them. They blast out of the Ont's Sacred Place as it explodes. It’s a harrowing ride, but they catch 
up to, and then jump on to, the Super Weapon. Oyu nearly falls, but Jubet manages to yank her back to safety. 


Vey OD 


(S 
Bi. Wort 


You have six turns to open 
this box. First, select the 
middle triangle in the 
rightmost set of triangles. 
Slide the tiles left. 


Next, choose the middle 

triangle in the top set of 

triangles and shift those 
tiles down. 


Jubei gains entry. The search 
begins and demons are found. 
Tokichiro is frightened but 
ends up laughing. Sabotage 
changes plans. Tragedy strikes. 


Items: Magic Jewel, Magic Liquid, 
Medicine x2. 

Gift Items: None 

Foes: Odahei Yumi, Odahei 


Jubet smashes a window and climbs into the Super Weapon. He helps 
Oyu inside, and they agree to find Tokichiro. Oyu runs off to search. 


| Save your game at the Magic Mirror in the corner. Then move to 


| the northwest corner of the space and examine the Puzzle Box. (@) 


ae 
any 


Select the bottom triangle Now pick the “ywamauih Highlight the middle 
1 iL triangle in the bottom set triangle in the leftmost set 
of the rightmost set, and 
shift things to the left of triangles. Press X to of triangles, and slide the 
j ‘ Fl move'those tiles up) tiles to the right. Then 
pick the right triangle in 
the top set and move the 
tiles to open the box. You 
get a Magic Jewel. 


\ \ ) 
\ 


You're not done with this room yet. Move to the northeast corner, 
absorb the Soul Spot, and pick up the Magic Liquid from the ground. 
(@) Exit through the double doors in the west wall. 

This cluttered area is crawling with Odabet Sineitai and Yumi with 
their bows. (@) Use the crates for cover as you work your way 
around, killing demons as you go. Alternatively, use a Magic attack 
from the Dokoutsui to quickly clear things out. 


After you sweep the demons away, grab the Medicine from the 
lacquer box located behind some barrels in the southwest corner. If 
you have the Green Necklace, put it on and find the Demon Treasure Box next to the door in the 
northwest. You get another Medicine for your trouble. Now out the door with you. 

Conveyer belts ferry dormant Dorogandokai along this long ball. As soon as they get near you, 
however, they wake up angry. (@) It isn't worth your Health or Magic energy to battle these fools. If 
you're confident in your ability to avoid being hit, then give it a try, but you can easily dodge around 
them and make for the door at the end. 

A cutscene begins as soon as you make it through. (@) 


These robots are tough and cranky. 


| Tokichiro is happily piloting the 
Super Weapon with a few of his 
demon cronies. Jubei wrecks 
shop on the muscle, and 
Tokichiro runs off. Oyu arrives 
and takes over the steering while 


Jubet chases the creep. 
Tokichiro is trying to open a door when our hero finds him. He assures Jubei that Odani will fall, then be bails out of the ship. 
That little jerk will live to fight another day. 


Meanwhile, Oyu is flying straight 
into Odani Castle. She manages 
a sharp turn to avoid it as Jubet 
runs into the control room. He 
wants to help Odani somehow. 


This piece of action ts very easy. Run to the big red glowing button on the control panel and press X. 
(@) Another cutscene starts. 


Jubei slaps the button, and bolts of fire rain down on Oda Nobunaga's horsemen. It seems like 
| the Super Weapon will turn the tide—and then the engine catches fire. Jubei tells Oyu to steer 
toward Gifu Castle. Nobunaga, he says, must die. 
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The Super Weapon crashes right next to the Castle's Keep. Jubet 
makes the jump, but Oyu is not so lucky. The Super Weapon flips 
over and Jubei watches Oyu fall into the flames. 


Eket's story comes to an end. Jubei climbs the 
watchtower. Gyaran royalty greets him with 
enthusiasm. A scale is caught and placed. 


Items: Medicine, Ekei's Keepsake, Purple Wedge, 


Gift Items: None ee ees 


Foes: Girajoda, Barazedan, Raigozare, Gyaran, 
" Gyaran Queen (boss) RAIDING THE ROOF 


Pull yourself together, because there's a job to 
do. If you bave the Green Necklace, equip it 


Sj and open the Demon Treasure Box—it yields Medicine 
« Wel 


for you. 

Walk past the Magic Mirror and around the corner to find 
Tokichiro's Memo #3. (@) It describes the lock on the 
Demon Base. Save your game, then go through the door. 
There are three different possibilities in the next location. 


Sout 
GAUTLET 


Ekei: Th e Good Goodbye 


Take a few steps into the next room, and a cutscene begins. (@) 


With a sbrill war cry, Eket spears a Girajoda. He ts in high 
spirits. He met the senior statesman, Motobaru Kikkawa, 
and they bonded over booze and 
women. Ekei’s dream of being a 
feudal lord is going to be fulfilled, 
and perhaps your friendship 
inspired him. Before he leaves, 
though, Ekei wants to fight by 
Jubei’s side one more time. 


A few Girajoda show up to fight both of you. It won't take much to defeat them. Shoulder to shoulder with the Hozoin spearman, slash 
your way through the beasts. When the last creature falls, a second cutscene starts. 


\ 
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Ekei invites Jubet to visit him 
soon. With a final cry of 
triumph and a last goodbye, 


the spear-master leaves Gifu 
Castle, leaving Jubei to face 
whatever waits further on. 


€hei: Vee Rad Good bye 


Take a few steps into the next room, and a cutscene begins. (@) 


An attack comes out of nowhere, and Jubei just 
barely avoids a spear in the bead. Ekei, filled 
with bitterness and malice, comes 


out of the shadows. He's agreed 
to kill Jubet for Nobunaga, who, 
in exchange, will make the 


spearman a feudal lord. Jubei 
doesn't want to fight, but Eket 
presses him. The fight is on. 


You can use only the Yagyu Sword against Ekei—using Orb swords 
wouldn't be sporting. You have the necessary skills to defeat your 
former friend, but the minimal power of the Yagyu Sword makes this 
a drawn-out battle. 

When Eket is blocking, get in close and Kick to knock him off 
guard. Follow up with a quick strike. If you get a hit, bold and * 
as you press @. That makes Jubet 


follow the spearman and hack at Kall (0) = 
S Ekei's Charge attack can cut 


him simultaneously. If Eket gets back on guard, Kick again. ae 
When Ekei begins to charge up bis weapon, back off. You can't Remember that you've recently through your defense. 
saved. If you want to restart and 


block a Charge attack. When be misses, leap in to attack. : a , 
4 again, : 
When Ekei falls, you are transported to another cutscene. TY.68 SAC EUES! 


Ekei collapses, and Jubet rushes to 
his side. The spear-master lists his 
regrets, but asks Jubei not to worry 
about him. With a final sigh be 
expires, leaving behind his 
Keepsake. Rest now, Eket. 


You receive the Eket's Keepsake Item. Hang on to it until you need it. When you use it, your Health fills to the top. Now go out the door 
in the southwest area of the room. 


If Eket is not an issue, you enter the L-shaped room and are confronted with Girajoda and Barazedan. 
Be careful with these guys, and don’t use up your Magic energy. (@) Be especially frugal with your 
Senpumaru. It should be full. 

When it's clear, push through the door in the southwest area of the room. 


THe MoTHeR Of ALL GYARAN 


You enter an area where a buge 
Raigozare guards the stairs in the 
back. (@) Use some Secret 
Combos to bring bim down, then 
grab the Medicine in the lacquer 
box by the stairs. With that done, 
climb the statrs. 

More Girajoda wait on the 
balcony. Eliminate them, then face 
off with the Raigozare on the bridge. (Q) The bridge he's guarding is blocked by a strange force field. 
Go to the double doors on the south side of the balcony. 

Inside the watchtower you meet a few Gyaran. Pop them and absorb the Souls from the Soul Gauntlet. (@) Pick up Artwork #15 


from the bench and the Purple Wedge from the box. 
Clamber up the ladder in the narrow hall in the north of the room. You come out on the roof of the watchtower and are 
immediately in a boss battle. (@) 


We Recommenaee 


@ Boss: GYARAN QUEEN [Re 
Buraitou Level 3 
7 . —— Hyoujin-Yari Level 3 
Senpumaru Level 3 
Blockable? , Dokoutsui Level 3 
Gyaran Baby Body Blow Yes 127.5/170/255 Bas Soe ae 
Queen Vertical Revolving Body Blow _—-Yes 238/340/544 agye Fase Armor Level 2 
Queen Side Revolving Body Blow Yes 154/22 Yagyu Arm Armor Level 3 


You see a disgusting sight on the roof. A massive 


Vitality es 
Queen ay 


Gyaran floats in the air and spits out Gyaran 


Babies. That buge sack of skulls and slime is the 


Gyaran Queen. She's not pretty, but she quickly Easy Mode: 3,000 
produces Gyaran Normal Mode: 8,000 
Tete Catrlc 
oe Hard Mode: 13,500 
under her, on 
iced Gyran Baby _ 


pe Too!, Easy Mode: 70-120 

and ie = ai u. % F N 1 Mode: 50 
pelts R2) to Kee Pp your Su ra up as ud 

Gyaran Babies dive-bomb you. When the Hard Mode: 240 


Queen spits out ab L of the critters, 


vet un 
Ret 


c whirlwind. It destroys the 


and bit 4 to spin a Mas 


a Tot 
bepind, then 


Gyaran Babies. Absorb the Souls they leay 


in. 


do the same thins 


Wey >) DP <S) 
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Always wait until the Queen has stopped spewing babies. A few Magic 
attacks later, the Queen runs out of Babies. That's when she gets 
rough. She starts to spin, then she rolls down to you. Be ready with a 
different Orb weapon—we recommend the Buraitou—and use 
another Magic attack when she comes within range. 

She spins vertically and side to side, but she ts still vulnerable to 
Magic attacks. Pour it on until she goes away, leaving a pile of Souls 


for you to absorb (absorb the Soul Spot) and the Gold Scale. 


When you have the Gold Scale, move to the fish statue that bas an orange glow. (@) Jubet places the 


Gold Scale on the statue, which unlocks the force field that prevented ac 5s 2 De ase. Head 
to the watchtower and out onto the balcony. 
Move toward the bridge to the Demon Base, but don't cross yet. 
Go through the door to Jubet's right. You enter a small room with a 
patch of purple light on the floorboards. (@) Use the Purple Wedge 
to open the Purple Phantom Realm. Do not enter the Phantom 
Realm yet! Exit the room and cross the bridge to the Demon Base, 
killing any bad guys that get in your way. 


— 


Don't go in there yet! 
You shouldn't enter the Phantom Realm ) 
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JUREI'S PHANTOM REALMS 


Jubet encounters two Phantom Realms. They aren't essential to the completion of the game, but you can find an extremely useful 


Necklace in the Green Phantom Realm, and there's a secret at the bottom of the Purple Phantom Realm. 


These endurance-test realms are terrific Red Soul farms. If you're looking to boost your equipment, then a Phantom Realm is just the 


place to find a ton of Souls. 


The Green Phantom Realm is available after Jubei descends the Star Tower in Gifu Castle. 
The Purple Phantom Realm is available in Gifu Castle's watchtower, just before Jubei enters the Demon Base. 


We provide information on each level of the Phantom Realms—enemies you encounter, Items 


you find, and tips on bow to survive. 


Enemies: Jaido x13 

Notes: Not all 13 of the Jaido are there at once, 
and that's a good thing. Use the Hyoujin-Yari's 
Thrust, hold ®2), + press m, to quickly clear 
out this level. | 


Level 2 


Enemies; Musaido x9 

Notes: Once again the Ice Orb spear comes in 
handy. The Thrust makes short work of the 
ninja demons. 


| Enemies: Gaidoro x5 

| Notes: You can do this two ways. The Hyoujin- 
| Yari is a viable weapon if you use the Secret 

| Combo. The Dokoutsui, however, is a nice 


alternative. You don't have the hammer's 
Secret Combo yet, but tapping m puts a big 
dent in those big guys’ heads. 


Level 4 


| Enemies: 13—Jaido and Hujaido 
| Notes: Spear time. Rush the Hujaido at the 
| back and use a sweeping attack with the Ice Orb 


to knock them out. Then Thrust the Jaido. 
Watch out for Hujaido popping up now and 
again, and take them out fast. 


| Enemies: 9—Joda and Gyaran 

| Notes: If only the Gyaran are around, use the 
| Tanegashima gun to pick them off. When the 
| Joda show up, switch to the Buraitou and cut 
| them to ribbons. If a Gyaran starts spinning 

| (attempting an escape), pop it with the gun 
before it can leave. 


Level 6 


| 
| 
| 
| 


Enemies: Bajaido x17 
| Notes: Run to the center of the room, and 
| seven Bajaido rise to surround you. Equip the 
Senpumaru and let them get in close, then press 
4 to wipe them out. They then appear only in 
ones and twos, so you can slice and dice easily. 


Enemies: 12—Bazuu and Gyaran 

Notes: Once again, the Hyoujin-Yari is your 
best friend. The Thrust attack kills a Bazuu with 
one shot. If the Gyaran stay out of your way, 
use an Arrow or Bullet to take them down. 


Level 8 


Enemies: 10—Bazuu and Oowassha 

Items: Medicine 

Notes: This is a job for the Dokoutsui hammer 
or the Ice Spear. The spear is quicker, and the 
Secret Combo keeps the Oowassha off-balance. 
The hammer, however, does more damage for 
each hit. Your call. At the start, hang back and 
let the Bazuu come to you. The Oowassha stays 
put if you don't cross the halfway mark. 
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Enemies: 10—Gaidoro and Giramusaido 
Notes: Once again, hang back. Step forward a 
bit to trigger the Giramusaido, then backpedal. 
Take care of the ninja demons before you go 
after the Gaidoro. 


Enemies: 7—Gaidoro and Raigozare 
Items: Perfect Medicine, Purple Necklace 
Notes: Now's the time to use Magic attacks. Start 


witha blast from the Dokoutsui (wait untilafew | 


enemies are on the floor). Use the Dokoutsut's 
Magic attack until it's empty, then switch to the 
Ice Orb and clean up. When it's clear, grab the 


| Perfect Medicine (save it for the end boss) and 
| the Purple Necklace, a very special Item. 


te Phantom Realm 


Enemies: Bajaido x13 

Notes: Avoid using a Magic attack on the first 
level. You've got a long way to go, so conserve, 
Use the Hyoujin-Yari in big sweeps to knock 
some space, then use the Thrust to clean up. 


Level 2 


Enemies: 9—Bajaido and Gaidoro 
Notes: Let the Bajaido come to you. Hang back 
so the Gaidoro stays away, and clear out as many 


the halfway point. Of course, a Gaidoro may 
appear right next to you, so be ready to use the 
spear or hammer's Secret Combo on it. Either of 
those Secret Combos will serve you well. 


Level 3 


Enemies: Joda x9 

Notes: The Buraitou's speed makes this a more 
comfortable level. The Hyoujin-Yari's Thrust 
does wonders, too. These guys are no big deal; 
you'll fly through them. 


Level 4 


| Enemies: Zedan x5 

| Notes: Limber up your hammering arm and 

| equip the Dokoutsui. Its Secret Combo makes 
of the lizardy demons as possible before crossing | 


this level a joy to visit. Keep those combos 
coming, and the Zedan will fall. Avoid using 
Magic because there are so few of these creeps. 
You're not even a quarter of the way done. 


Enemies: 9—Zedan and Joda 

Notes: You can't go wrong with the Hyoujin- 
Yari's reach. It takes out those Joda from afar, 
and the Secret Combo staggers the Zedan and 
puts them flat on the ground. You know the 
drill. 


Level 6 


Enemies: Hyukane x10 

Notes: These nasty little bugs need squashing. 
Luckily, you have the biggest fly swatter 
around, the Dokoutsui. The Secret Combo takes 
them out in droves. Keep swinging until they're 


all paste. 


Oi 


oe 


Enemies: Bazuu x12 

Notes: This is another no-brainer. Grab the Ice 
Orb and use the Thrust on these piggy demons. 
The Thrust kills a Bazuu with one stroke, so 
keep at it until they all disappear. 


Level 8 


Enemies: 14—Bazuu and Gyaran 

Notes: Although the spear is fine for the Bazuu, 
switch off with a projectile weapon to deal with 
the Gyaran. That's the only wrinkle, really. 
Otherwise, it's just a Bazuu fight. 
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Enemies; 10—Bazuu and Oowassha 

Notes: Now you deal with the Bazuu and their 
big brothers, the Oowassha. The Hyoujin-Yarl is 
a good choice (are you sensing a pattern yet?) 
because its Thrust is deadly to the Bazuu, and 
the Secret Combo can deal with the Oowassha, 
Take it slow so you don't get mobbed, and you 
should be fine. 


Enemies: Oowassha x2, Baguwassha x1 
Notes: Been saving that Magic Energy? Good. 
Run up and use a Dokoutsui Magic attack on 
these creeps. Then start spinning out the 
hammer's Secret Combo. It takes a few, but if 
you stay targeted on the Baguwassha, you 
prevent it from getting off a single ax stroke. 


AOTS 


The Baguwassha gives off a few Yellow 
Souls when it dies, giving you a little boost 
for the next half of this Phantom Realm. 


Level 11 


Enemies: Dorahyukane x9 

Notes: More demon bugs. Their color may be 
different, but they're still allergic to hammers. 
Equip the Dokoutsui and smash away. 


Enemies: Baigozare x6 

Notes: Don't put that hammer away just yet. 
These big guys are in need of some Dokoutsui 
Secret Combo lessons. Use a Magic attack if the 
Baigozare overwhelm you, but the combo 
should do the trick. 


Enemies: 11 —Baigozare and Derahyukane 
Notes: Step ahead a bit to trigger the 
Derahyukane, then backpedal. Try to stay back 
so the Baigozare doesn't move forward. One 
may rise near you, but it's better than being 
engulfed by foes. Oh, in case you hadn't 
guessed, the Dokoutsui hammer is the way 

to go. 


Level 14 


Enemies: Gerogone x2, Bajaido x8 

Notes: Immediately equip the Buraitou and 
target one of the Gerogone. Zap it with a Magic 
attack and follow up with the Buraitou Secret 
Combo. A couple of those, and the thing disinte- 
grates. Repeat with the second Gerogone, then 
take care of the Bajaido in any manner you 
choose. 


Enemies: Dorogando x3, Bajaido x5 

Notes: Rush the nearest Dorogando and smack 
it with a Magic attack from the Dokoutsul. Back 
off and wait for the demon robot to explode, 
then rush the next Dorogando and do the same 
thing. If possible, only use two Magic attacks, 
then stick to Secret Combos to dispatch the 
other baddies. 


Level 16 


Enemies: Giramusaido x8 

Notes: After those last few levels, this one will 
seem like a gift. Pull out the trusty Hyoujin-Yari 
and use the Thrust like crazy to punch through 
these ninja jerks. 


Level 17 


Enemies: 10—Baragaidoro and Giramusaido 
Notes: The Ice Orb stays in use. The 
Giramusaido are quick, so it can be hard to use 
the hammer on them, but it is an alternate to 
the Hyoujin-Yari. Remember to keep those 
Secret Combos coming. 
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Enemies: 6—Raigozare and Barazedan 

Notes: You're approaching the end, so start 
using some of that Magic energy. Don't 
squander it—you've got a couple of tough levels 
left—but a pounding attack from the Dokoutsui 
may help out in this arena. 


Level 19 


Enemies; 11 —Girajoda and Barazedan 
Notes: Again, a Magic attack can't hurt, but 
remember that your Secret Combo with the 
spear is effective against the small and fast 
Girajoda as well as the large and lumbering 
Barazedan. 


Enemies: 12—Derahyukane and Raigozare 
Notes: OK, go nuts with that Magic Energy. 
Make sure you use it primarily on the 
Raigozare, though. The Derahyukane are there 
mainly to draw fire away from the monstrous 
beasts that'll skin you alive. When you're done, 
a special Item appears. 


the maps refer to the rooms and areas that are listed in the Gift Chart. In these locations, thir 
gifts with certain characters. For example, give the Pick to Ekei when you encounter him in the 
be much happier with it than if you give it to him in other areas. When you see “Place” in the Characteristics 


column of the Gift Chart, check the number next to it and match that to a room on the Ma 
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A Phantom Realm ts defeated. The 
demon Ginghamphatts is confronted for 
a final time. Help may come. A story 
may end. Oyu returns and Jubei leaves to 
face his final enemy. 


Items: Strength Orb 
Gift Items: None 
Foes: Ginghamphatts (boss) 


THE FINAL PHANTOM REALM 


Fill up at the Soul Fountain, then face the Magic Muror. (@) Enbance your equipment 
as needed and save your game. After that, return to 
the Purple Phantom Realm and face the 20-level ry 


nightmare it holds. 


There is a separate section detailing the Purple 
Phantom Realm on page 168. Go there now to find 
information on bow to get through with minimal fuss. 

Once that task ts completed, it’s time to think about the future. Save your game again 
(so you don't have to defeat the Purple Phantom Realm again), then find the ladder 


nearby. Climb up and see the cutscene waiting for you. 


GINGHAMPHATTS ONLY Lives THRICE 


| The boss battle with Ginghamphatts bas different 
| elements to it depending on who your primary 

| character is and whether or not you have high 

| Goodwill with that character. The choices bere are 
| between Kotaro and Magoichi. If 


| either of those two are very good 


friends, you see 


some unique 


In the upper area of the Demon Base, you bear Ginghamphatts | elements to 
laugh. Looks like be hasn't bad enough punishment. The the fight. 
re 


Siggling idiot is ready for the final fight. 


Miswatehs 


You don't see much of a fight when Magoichi's on your side. Find Ginghamphatts and 
unload a couple of Magic attacks on the creep. (@) It doesn't matter which ones you use; 
just do some damage. Before you can really get into the scrap, a cutscene begins. 


< 


Any Magic attack will do. Fire away. 


Magoichi shows up with a buge gun. He's come to say 
iS Se 3 ) 
goodbye and test out the Kuni Kuzushi, bis new toy. 
The rifleman fires a single round at Ginghamphatts. 

The shell explodes and turns the demon to dust. Even 
Magoichi is surprised. He tells Jubei that be must go, because Nobunaga is planning on 
attacking Saiga village and the Asai clan simultaneously. He must help and asks Jubei to 


join bim—when this quest ts over, of course. 


With that, the rifleman takes bis leave and you 
et the Strength Orb. You don't get to collect ) 


iny Souls from Ginghamphatts. 


Kot aro 


Begin to fight the big 
lug as outlined in the 
boss information later 
in this section. The 
beginning ts easy; 
simply let loose the 
Magic attacks on 
singhamphatts. (@) When you do enough damage, a 
utscene starts. 


Oyu ts alive! She comes to Jubet's aid, willing to fight by 
his side against this latest threat. 


te —— ——— — 


Continue the attack on Ginghamphatts, using Magic if you have any and Secret Combos if not. Oyu darts in for a bit or 
wo, but this is really your show. After a few more hits, another cutscene interrupts the action. 


The big demon tackles Oyu and sends her sliding off the edge of the platform, Now it’s just a boss battle. Oyu is 


where she hangs on for dear life. Jubei’s out of the action and she can't bold on tending to Kotaro, so you're on 


c * , N e , R Fay ss 
much longer. Suddenly, a hand grabs her wrist. It's Kotaro. Apparently be's put your own. Refer to the boss 


aside his suspicion of Oyu and come to help. He saves the warrior woman and information, and we'll return to 


then ... is stabbed in the back. Jubet cries foul and rushes in for vengeance. Kotaro's story when you're done. 


RI 


UPPER BODY 

Two-Handed Side Swing 
Two-Handed Swing Sweep 
One-Handed Swing Sweep 
Sweep Up 

One-Handed Pound 
Two-Handed Pound 

Two-Foot Stomp 

Jump Stomp 

Two-Foot Thrust Stab 
Backwards Facing Swing Attack 
Dash Body Blow 

Upper Body Downwards Thrust 
Upper Body Revolving Attack 
LOWER BODY AFTER SPLIT 
Revolving Body Blow 

Side Revolving Attack 
Two-Foot Stomp 

Jump Stomp 

Two-Foot Thrust Stab 

Lunge 


Vitality 


Easy Mode: 


Damage 


Blockable? Easy/ —s_ /Hard 


192/320/512 
234/390/624 
288/480/768 
264/440/704 
336/560/896 
276/460/736 
204/340/544 
234/390/624 
186/310/496 
210/350/560 
264/440/704 
228/380/608 
234/390/624 


204/340/544 
234/390/624 
186/310/496 
264/440/704 


9,000 (united) /8,000 (upper body after split) 


Boss: GINGHAMPHATTS 


We Recoumeae oe 


Orb Sword 


Suggested Level 


Buraitou 
Hyouyin-Yart 
Senpumaru 
Dokoutsut 

Yagyu Armor 
Yagyu Foot Armor 


Yagyu Arm Armor 
S) 


Level 3 
Level 3 
Level 3 
Level 3 
Level 3 
Level 3 
Level 3 


Normal Mode: 12,000 (united)/11,000 (upper body after split) 
Hard Mode: 15,000 (united)/16,000 (upper body after split) 


First, let's start pouring on the Magic attacks. Here's a twist, though, to our normal 
routine. Pick a weapon and use its Magic attack on the guy. Only one. Now switch and 
use one Magic attack from another weapon. Keep rotating through all the weapons. 


Why? Ginghamphatts gives off a lot of Souls as he's being attacked—including lots 
) * < “: f 


of Blue Souls, which replenish Magic energy. If you use one weapon a few times and he 
Sives off the Blue Souls, then you'll be refilling only the one weapon. If you rotate 
weapons, then the Blue Souls pump up each weapon, allowing for more Magic attacks. 
Trust us and switch up the Magic attacks. 

When the Magic energy runs dry, it's time for Secret Combos. The Rekka-Ken sword 
isa dream for this fight. IF you didn't get it from the Purple Phantom Realm, reload 


your game and go get it now! Its Secret Combo Plus move deals big damage, and it tags 


Ginghamphatts’ upper body when he splits apart (more on that a little 


If you don't have the Rekka-Ken, use the Hyoujin-Yari because its speed allows you 


to keep Ginghamphatts off-balance. Suck up any Blue or Yellow Souls tmmediately, but 


don't get too distracted by the Red Souls. You've already got everything enhanced to the 
max, right? So you don't really need Red Souls anymore. 

Make certain you collect the Purple Souls, too. Transforming into the Onimusha is 
a potent way to battle this demon boss. 

Things get trickier when Ginghamphatts splits away from his lower body—now you 
have to deal with two attackers. The ground-based lower body tackles and stomps you 
while the flying upper body includes the big, fat hammer. 

You must wound the upper body to win the fight. Attack the lower body all you 
want, but if you don't strike the flying part, you'll never win. 

A further twist bas been added. Attacking the lower body generates a lot of Souls. 


So, don't ignore it. If you smack it enough, it flips over for a bit, wi 


gling its legs 


harmlessly. 


As mentioned earlier, the Rekka-Ken’s Secret Combo Plus allows you to strike the flying upper body with good effect. 


Use it to ground the freak. 


Without that fiery weapon, try to position yourself to attack the upper body when it's in range. The Senpumaru's 


Magic attack is ideal for this. Whenever you have the Magic energy to pull it off, whip up a whirlwind underneath 


Ginghamphatts’ torso. Often, the thug floats down low enough to hit with another sword’'s Magic, so stay sharp. 


When you strike the final blow, you'll be transported to a cutscene. 


Ginghamphatts slams against a wall, then tumbles over its lower half. He clings to one of his 
lower halfs legs, but the contrary legs try to fight bim off. In the end, both halves slide into the 
fiery core of the Demon Base, and Jubei is left victorious and in possession of the Strength Orb. 


Was Kotaro stabbed at the beginning of this boss battle? 


See the following section. 
Did you not see Kotaro at all? 
Turn to Calm before the Storm, page SS6. 


Pp y he: HL |: 
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Kot aro 


Walk over to where Oyu cradles the wounded Kotaro. 
Press X to start another cutscene. 


It seems that Kotaro discovered something about his 

mom. She didn't abandon him; she was killed 

because of ber loyalty to ber son. It’s not the best 

news, but at least it means Kotaro is at peace with his mother’s spirit: With a final 
breath, the ninja joins his parent in the afterlife. Jubei knows who's responsible for this 
tragedy. Nobunaga. 


CALM BEFORE THE STORM 


Go down the ladder and refill your Magic energy at the — 
Soul Fountain. Then save your game. Run to the other = 
side of the central pillar to see a sliding door with an Voix semanmiotthesetwo 


Orb bollow next to it. (@) Press X to settle the Strength cutscenes, regardless of who 
Orb in place, and one of two cutscenes begins. your primary friend is. 


NOTS 


Both cutscenes are slightly different if you've seen 
Kotaro die at the hands of Ginghamphatts. Here we show 
you the cutscenes that occur if you haven't seen him die. 


Oyu calls to Jubei as the elevator arrives. She's alive! The two of 1 


| 


Oy uU: Hi BF Goodwill 


them rush to each other and embrace. After a 
moment, Jubei tells Oyu that be must go on alone. 
He tells ber to go back to ber daughters. She stops 
him one more time, and Jubet reaches for her and 


gives her a long kiss. For a moment, the world is only 
the two of them. With that, be steps into the elevator 
and rides it down to bis meeting with Nobunaga. 


Oyu calls to Jubei as the elevator arrives. She's alive! 
The two of them rush to each other and embrace. 
After a moment, Jubei tells Oyu that be must go on 
alone. He tells ber to go back to her daughters. She 
stops him one more time, and Jubei wishes her well. 
With that, be steps into the elevator and rides it 
down to his meeting with Nobunaga. 


. Sealed Section 6 . 
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The ultimate Ae. is foie Twice. 
THE PENULTIMATE BATTLE 


Jubei enters Nobunaga's inner sanctum and challenges the man kneeling at the bead of a gold statue that ts half 
submerged in a pool of blood. The dread Demon Lord tells the samurai that he’s too late, be's just transferred bis 
power to the Golden Evil Statue. Nobunaga is certain that all who view it will worship the idol. Jubei disagrees, 
which angers the Demon Lord. With a feral cry, Nobunaga transforms into a hellish demon with buge horns anda 


very large sword. Looks like you'll need to scuffle. 


NOBUNAGA: 


L _ te tntinneniite 


We Ree ommend Sok 

Orb Sword | Suggested Level 
Buraitou Level 3 
Hyoujin-Yari Level 3 . 
Senpumaru Level 3 

Dokoutsui Level 3 

Yagyu Armor Level 3 

Yagyu Foot Armor Level 3 


Yagyu Arm Armor Level 3 


Vitality 
Easy Mode: 7,200 (ground) / 10,800 (air) 
Normal Mode: 10,000 (ground) / 15,000 (air) 


HardMode: 13,040 (ground) / 19,560 (air) \y 


Blockable? 


Revolving Cut 
Ra 
Palm Blast 


Blockable? 


to an Uppercut Yes (see text) 
2. Revolving Cut Yes 
‘| toa Pound Yes(see text) 
Yes (see text) 
Yes (see text) 
toa Yes (see text) 
3a Palm Blast Yes 
to a Revolving Pound Yes(see text) 
4. Right Downstroke Yes 
to a Left Downstroke (Final) Yes (see text) 
to a Left Downstroke (Continuous) Yes (see text) 
to a Thrust Yes (see text) 


to an Uppercut 


“to a Found 


AIRBORNE ATTACKS 
Blockable? Easy/ — /Hard 


Jump Disembowel 
Diving Thrust 

Revolving Body Blow 
Flying Pound 

Flying Revolving Cut 
'Genma Sword—Thunder 
Genma Sword—lIce 
Genma Sword—Wind 
Genma Sword—Earth 
‘Genma Sword—Fire 
Genma Sword—Fire 3 Combo 


Easy/.. /Hard 


288/480/192 

252/420/588 

372/620/868 
72/120/168 


126/210/294 
216/360/504 
 240/400/560 
234/390/546 
156/260/364 


Damage 


Easy/.\. /Hard 


156/260/364 
132/220/308 
120/200/280 
102/170/238 
132/220/308 
114/190/266 


- 156/260/364 


36/60/84 
228/380/532 
132/220/308 
120/200/280 

96/160/224 


144/240/336 


Damage 


312/520/728 
372/620/868 
- 120/200/280 
372/620/868 
348/580/812 
300/500/700 


— 408/680/952 


408/680/952 
90/150/210 
432/720/1008 
504/840/1176 
504/840/1176 


This is it, the big one. Nobunaga in 
his demon form is a tough nut to 
crack. You'll need a lot of Magic, luck, 
and fancy footwork to get through 
é “3 

this one. By now, though, your skills 
should be top-notch. 

Notice that Nobu 


attacks that you can blo ck. Keep in 


maga bas many 


mind that he loves to combo them. 
So, a Right Downstroke followed by a 
Left Downstroke can do damage. You 
can block either strike alone, but 
when put together, the first knocks 
down your defense and the second 


cuts you, 


The Demon Lord begins on foot. 
This ts good for you, because all your 
Magic attacks can reach him. Begin 
with the Buraitou and unload on 
him. Then swap to the Rekka-Ken 
and use its Magic attacks. You'll 
quickly send Nobunaga airborne. 


i “al 
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as 


When he’s up there, the Demon 
Lord is hard to reach. Of course, the 
Senpumaru's Magic attack can reach 
him, but you have a limited supply. 
This ts where Magic Liquids come in 
handy. If you've saved them, drain 
the Senpumaru and (keep the Wind 
Orb equipped) use the Magic Liquid. 


Repeat that until you're all out and the Senpumaru ts dry. You must then rely 
on the other Orb weapons. The Rekka-Ken is a good default weapon because its 
Secret Combo can reach Nobunaga when he's hovering near the ground. 

At times, Nobunaga retreats to a dais in front of the Golden Evil Statue to 
recharge. You can't barm him while he's there, but stand next to bim and strike at 
bim anyway. Souls will be released—perhaps some Blue or Purple ones. 

When he's airborne, Nobunaga has attacks based on the elements that your 
Orb swords represent. The color of the lights on his body indicate which type of 
attack he's charging up. 

His Genma Sword—Thunder attack is when he calls down lightning on your 
head. Five discs of light travel around the floor and then stop. Where they stop, 
five columns of electricity rain down. Make sure you're not standing on one. 
These are easy to avoid. Stay still while they move around, then move when they 
stop (if one stops under your feet, that is). 


The Genma Sword—Ice attack ts simply the bad guy dive-bombing and 


freezing you in place. Then he beats up on you while you're helpless. Time his 

dive and sidestep out of the way when it comes. Don't simply run around as he's 

The Rekka-Ken swatsthe DemonLord = Charxing up, because he'll catch you. Stay still, and move right after be starts 
when he's midway up. the dive. 


When he pulls out the Genma Sword—Wind attack, the best defense is to run 


around. He sends out magical whirlwinds that seek you. Run around the edges of 
the room to avoid them, and continue running. These things last a long time, 
and they knoch 


you around if they catch you. 


The Demon Lord's Genma Sword—Earth attack is a bombardment of rocks 


from the sky. Once again, stay still as you see the windup. Nobunaga gestures, and 
five rocks appear, pointed at you. Move as soon as the rocks start launching. They 


lock onto your last position and miss if you time it right. 


Finally, the Genma Sword—Fire strike ts a pain. The creep stabs down into the 
Take a whack at him while ground and a gout of flame shoots toward you. Tap + once to backpedal as soon 
he's on the dais. as he begins his dive, then bit & to set off a Magic attac 


. It should hit bim, 


because he'll be down to earth at that moment. Plus, you're immune from harm 


while setting off a Magic attack, so you should escape damage. 
In the end, the Rekka-Ken (and its Secret Combo) is the lifesaver in this battle. 


Continue pulling off that combo to hit Nobunaga, and in time, be falls to the 


ground defeated. 
< 


Or is he? 


When the Demon King falls, Jubet turns away. Not so fast, samurai! The body twitches, then spits eyeballs at the 
Golden Evil Statue, animating it with Nobunaga's rotten spirit. Jubei is sucked down into a terrible world with a 
hideous landscape. The Golden Evil Statue is bearing down on hin—a Demon tank trying to crush the lone samurai. 
Jubei calls upon the Oni powers of the five Sacred Orbs and transforms into the ultimate Onimusha, complete with 
a cannon on his right hand. Now it's more even, and the final fight begins. 


Buraitou Level 3 Blockable? 0 
‘Hyoujin-Yari Level 3 Crush ~ 540/900/1260 
Senpumaru Level 3 Bone Spike 324/540/756 
Dokoutsui Level 3 Fire Bullet 216/360/504 — 
Yagyu Armor Level 3 Genma Laser 264/440/616 
Yagyu Foot Armor Level 3 Spike Mask 180/300/420 © 
Yagyu Arm Armor Level 3 Poison Mask 228/380/532 


‘ee 


ermal 48, 000 Geeierns) / 32,000 (legs) 
Hard: 66,000 (head/arms) / 44,000 (legs) 


Strangely enough, this is a very, very straightforward 


battle. First off, you have only one weapon, the Ont 


Cannon on Jubet's hand. It fires shots when you press @. 


Secondly, the Statue’s attacks are few and basic. 
So, the trick is to last long enough to blast the thing to smithereens. 
Let's discuss the Statue's attacks. There are only a few. 
A Crush is simply when it stomps you with its enormous feet. The Statue lumbers forward at you, and if you're tn it's 
way, it Crushes you. You can stall on turning and running, but get away before it reaches you. 


Sometimes when it's coming forward, the Statue belches flame with its Torch attack. Stay ahead of it to avoid damage. 


» Sealed Section, 1 0. 


t is on the Statue’'s | 


Spikes of sharp bone pop out of 


are simply fireballs that 


oot. However, they're bard 


rest TO AVOL 


Laser ts a beam of dar t snakes it's way toward 


yo 
TI py and distracting. The Spike Masks can be shot, 
but the Poison Masks just keep « avoid them as they 
come toward you. 
i Now for some tactics. The key is to sidestey 


Hold (R82) as you shoot When the Bone Spi es 


tep away from them and continue 


2 Fire Bullets 


Kes nerve ts to fire the Ont 


Cannon while the C 


nbering up to yo 
until the last second 
away from it. loure [: 


away. When the Ss 


again and cont 
Do not be shy about using 


bh your 


Herbs. This ts the 


so there's no need to 


i shoot, pieces will 


to fall off the Statue. Each one dis3 


When its bead explodes, you've won! 


SAMURAI'S DESTINY 


So what happens next? It’s up to you to find out. The cutscenes that 
follow tie up some loose ends and create some new ones. Sit through 
the credits, and you'll see more. 

Pat yourself on the back. You deserve it. 
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SECRETS 


Onimusha 2 includes a bag full of secrets and rewards to unlock as you play the game. We provide the formulas for getting all that 
a i 


buried treasure. You may have to play through the game several times to claim it all, but each new reward is worth the trouble. 


MopDeES 


10 Reasons to Replay This Game, One Reason Not to Suck 


Mode 
Critical Mode 
Hard Mode 
Jubei's New Duds 


Easy Mode 


How to Unlock 
Clear Team Oni. 
Beat Onimusha 2 in Normal Mode. 
Get Fashionable Goods Item from Level 21 in Purple Phantom Realm and complete game with "Onimusha" rank. 


Kick Ass Mode Clear Hard Mode. 

The Man in Black Minigame Beat Onimusha 2 on any difficulty level. 

Mind Twister Mode Beat Onimusha 2 and collect all 18 Artworks. 

Onimusha 3 Trailer Beat Onimusha 2 on any difficulty level. 

Oyu's New Duds Obtain 100% scenario completion for all supporting characters. 
Scenario Route Beat Onimusha 2 on any difficulty level. 

Team Oni Minigame Beat Onimusha 2 on any difficulty level. 


Die three times. (Do us proud and stick to Normal Mode at least.) 


Move DESCRIPTIONS 


Critical Mode: Enemies take damage only from Flash 
Attacks. You'll have no chance of completing this 
difficult mode unless you see the Flash Attack table in 
the Attacks chapter of this guide. 


Hard Mode: Enemy vitality is raised by 40 to 50 
percent. 


Jubei's New Duds: Jubei gets a leather jumpsuit. 
Rumor has it that an Onimusha prequel is in the works 
that explains how he gets in and out of it. 


Jubet, ahead of 
his tune, always 
fantasized that 
he was the lead 
singer in a funky, 
upbeat club band. 
7" Alas, he was 
destined to lead 
the life of a 


lonely samurat. 


Kick Ass Mode: Start the game with the Rekka-Ken, 
20,000 in gold, 30 Secret Medicines, 10 Talismans, 


maxed-out armor levels, unlimited Arrows and Bullets, 


and a Magic energy bar that never depletes. 


The Man in Black: For this minigame, Jubei dons a few 
articles of anachronistic clothing as he attempts to collect 


20 pieces of film. If you succeed, you can watch the 
various cutscenes that you saw throughout the game. 
See the following Minigames section for details. 


Mind Twister Mode: Challenges you with 54 puzzle 
boxes. You'll be a drooling vegetable by the time you 
finish this one. 

Onimusha 3 Trailer: Do we have to explain it? 


Oyu's New Duds: Oyu gets a revealing new look. 


RB. Jubet won't even 
74 


\s, notice her new look. 
Can't Oyu see that a 
guy who wears a 
leather jumpsutt only 
has eyes for himself? 


Scenario Route: You get a map of the path you took to 
complete the game. 


Team Oni: In this minigame, you must complete 20 
scenarios with Jubei and any supporting character(s) 
you have played. Completion of Team Oni unlocks 
Critical Mode. See the following Minigames section for 
details. 


Easy Mode: Enemy vitality cut by 25-30 percent. 


PuRPLE PHANTOM REALM SECRET 


n the 2oth level of the Purple Phantom Realm, stand on the spot where you pulled out the Rekka-Ken and press X. Jubei 
lotices something underneath the crack. When asked if you want to plunge the sword back in, say yes. 
Now ride the light beam down one more level. On this level, that’s Level 21 for those of you keeping count, you find a 


90x with a mysterious Item inside called Fashionable Goods. It’s a new costume for Jubet. 


THE MINIGAMES 


lere's a rundown of the two minigames (The Man in Black and Team Oni) that you 


unlock when you beat the game. Each is detailed in this section. 


The'Mo sudeleok 


Mission: Play as The Man in Black and head for the goal while avoiding all enemies. When 


your Vitality or the time limit runs out, the game ts over. Collect all 20 Films hidden throughout 


the game. After you complete the game, you can view the special footage of the Films. 


FILM 20 
(END) 


fFitm 16 


fFitm 14 


FILM 19 
(First) 


FILM u 


FILM io FILM 12 


RATEC 
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Jubei's House: First Area 
Enemies: Odazouhei, Odahei 


Items: Film 1, Film 2, Film 3, Film 4, Film 5, 
Four Guardians: Right, Medicine, Herb x2. 


e258 


via ost 


This is your first Film to pick up. 


Use the Ring of Takajo. 


The solution to this 
puzzle is the same as in 
n | the walkthrough. If you 


tea | can't remember, just 
Pick up Film 3 next to the Medicine. 45) | ‘look abe Eoar 


Watch out for the soldiers; they try to Guardians Art: 
corner you. 


Underground 


Enemies: None 
Items: Film 9 


Get past this trap quickly. You don’t 


Don’t become trapped in thi . 
tapped in this area have time to waste. 


Jubei's House: Second Area 


Enemies: Odazouhei, Odahei Yumi 
Items: Film 6, Film 7, Film 8, Ring of Takajo, 
Four Guardians: Left. 


he i Wa 
SE a 
Here lies Film 9 waiting to be picked up. 


-— 


. Be sure to get across 
Ly the gap as quickly as 
|| | possible. To save some 
= | time, try to hang on the 


iB) 
& | side that Film 9 is on. 


Pick up the Ring of Takajo here. 


“ 


Fog Cliff Fog Path 


Enemies: Bazuu, Oowassha 
Items: Film 10, Film 11, Film 12, Film 13 


Enemies: Hyukane, Dorahyukane, Joda, 
Bazuu, Dorogando Kai, Kechacha, Gaidorosu 
Gogandantess, Baguwassha, Nobunaga 
Items: Film 19, Film 20 


Hit this Kechacha, and you're home fre« 


Continue running, and 


rr. 
1 ARR 
If you're fast enough, youcan pickup | ‘7 \/) only stop to hit the 


the Film and run behind the Oowassha | Fi) | Kechacha: otherwise, 
before he hits you. 5 you become caught up 
J § in enemies. 


Narrow Bridge 


Enemies: Bajaido, Gerohone 
Items; Film 14, Film 15 


Well, if it isn't our good friend 
Nobunaga. Don't say hello. Dart past 
grab the Film, and move on. 


This Film is tricky to get because of the 
enemies surrounding you. You need 
luck to get it quickly. 


Lt) § If you grab Film 15 

iH} quickly, you save 
45) yourself some Health. 
KJ § 


Grab the final piece of Film. 
Exit through the disc of light, 


Fog Valley (Near Shrine) 

i ee and you're done. 
Enemies: Odazouhel, Odahei Yumi 
Items: Film 16, Film 17, Film 18, Medicine 
| - | Do your best to avoid 
|.V} |) the enemies, because 
ff] © your sponge sword 
5 only knocks them 

4) | down, not out. 


Wow, Jubei looks good 
in his new clothes. 


Sealed Section 14 


Team Oni 


Mission: Play as Jubei or certain supporting characters and defeat the enemies. When you defeat all the enemies in the stage, 


a Warp Gate appears, allowing you to move to the next stage. Your Vitality depletes (PEE This game is best when 
over time. When all of your characters’ Vitality is gone, the game ts over: yi ani § played with all five 

F u characters. Play through the 
main game until you've 
controlled all the supporting 
characters. Team Oni is 
easier this way. 


id 


If your Health is critically low, quickly switch to 
wal ) another character. When you defeat the level, move 
E into the teleport and press the right analog stick 
fT M4 straight down to bring up the Character Selection 
| screen. Choose the character with the lowest Health 
PI )) and press X to select him or her. Return to the 
4 game, press X, and that character advances to the 


Switch: During a game, press the right analog stick to go to the Character Select 

IS 48 s ‘ é 
screen. Highlight a character you wish to use, then press X. You can use Jubet and any 
supporting characters you have succeeded in switching to during the main game. 


Regaining Vitality 

There are three ways to regaur Vitality as the Same progresses. 
One, destroy the blue vases that appear throughout each level. 
They release Yellow Souls, which replenish Health when absorbed. 
Two, use Herbs or Medicine (but be thrifty because these Items 
are limited). Finally, simply advance to the next level where you 


r= 


are rewarded with a large boost to your Vitality. 


Room 1 PS 

Enemies: Jaido x7 | | qv | Switch weapons so 

Health Vases: 4 } i § you don’t have to 

Notes: Be quick and get to the vases first. iy |, worry about it in the 

Vv) i heat of battle. 

Room 2 _— 

Enemies: Odahel x5 

Health Vases: 2 Bowes 

Notes: Hit the vases first if you need them, | Enemies: Hujaido x3 

then go demon hunting. Health Vases: 2 
Notes: The spiral ramp slows you down. Try 

Room 3: Takajo Place's not to become hung up. 

Items: Phirangi, Buraitou Level 1 

Notes: This area is where you catch your ROODUD ay Se een 

breath. You will not lose Health. Enemies: Baigozare, Derahyukane x2 
Health Vases: 3 

Room 4 Notes: Get rid of the Baigozare quickly. 

Enemies: Frog x10 

Health Vases: 3 Bemma 22 - NeiPz, 

Notes: Stab all the frogs. Watch for ripples in | Enemies: Gyaran x19, Gyaran Queen 

the water; that’s where the frogs are. Kotaro is | Health Vases: 4 

good for this room because he is fast. Notes: Don't let the enemy smash your vases, or 
you'll get nothing. Magoichi s ideal for this level. 

Room 5 —_——_—_—__________—_, 


Enemies: Odahel Sineltai x3, Odahel Yumi x3 
Health Vases: 4 

Notes: Make your way around the room in a 
circular pattern. 


Room 6 

Enemies: Bajaido x3, Dorogando Kai 
Health Vases: 2 

Notes: When fighting the robot, use some 


Use Magoichi to shoot the Gyaran out 


ic to take him down quickly. Then attack 
agian] age of the sky. 
Room 7: Takajo's Place Room 11 
5 x i Enemies: Bazuu x5 
— Hyoujin-Yari Level 1, Herb, Roga Saas ae 


Notes: Be careful when fighting on the stairs, 


7 


Room 12 


Enemies: Jaido, Gerohone x2 

Health Vases: 4 

Notes: If possible, use attack combos and 
Magic to take down those Gerohone. 


Room 13: Takajo's Place 


Items: Goraishinki + Ammo, Halberd, 
Gradius, Senpumaru Level 1 


fn | Try to switch between 
§ LY) 9 characters to fill their 
ff] | Health bars when 
Yellow Souls are 


BS 
Pp § floating about. 
— 


Room 14 


Enemies: Hubajaido x4, Oowassha 


Health Vases: 3 
Notes: After you defeat the Oowassha, 
quickly go up the staircase. 


Room 15 


Enemies: Joda x3, Barazedan x2 
Health Vases: 3 

Notes: Kotaro is good for this room. His 
speed is a great asset. 


Room 16: Takajo's Place 


Items: Dokoutsui Level 1, Herb, Cannon + 


Rounds, Flamethrower + Fuel 


Room 17 


Enemies: Baguwassha x2 
Health Vases:4 


Notes: Let Magoichi go crazy with his guns in 


this room. 


Sealed Section 15 


next level and receives the Health bonus! 


Let's try Magoichi's Flamethrower 
on these Baguwassha. 


Room 18 

Enemies; Raigozare x3 

Health Vases: 2 

Notes: Magoichi rules this room. You'd better 
hope he's healthy. 


Room 19: Takajo's Place 
Items: Herb x2, Medicine 


Room 20 

Enemies: Nobunaga 

Health Vases: 4 

Notes: This is it. Defeat the Demon Lord. Use 
everyone against this guy, and don’t skimp on 
healing Items or Magic. If Magoichi has his 
cannon, it’s one shot, one kill. 


mars 


Use everything you have on 
Nobunaga. When he falls, you are 
rewarded with Critical Mode. 
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